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W... Nintendo” developed the N64, they knew it would take a special 
team of game developers to take full advantage of this powerful hardware. To 
this end, they assembled a veritable “Dream Team” of programming talent. 

One core member was their longtime ally, Rare, the mastermind behind 
hit titles such as Donkey Kong Country and Killer Instinct. Their first origi- 
nal title for the N64, Blast Corps, is an impressive piece of work. Combining 
beautiful graphics and sound with fast, original gameplay elements, Blast 
Corps clearly takes its place at the head of the class of next-generation titles. 
And the folks at Rare weren’t content merely to deliver an aesthetically pleas- 
ing and fun-to-play title. They wanted to create a game with lasting replay 
value, as well. To that end, they included secret elements and surprises 
throughout the game, making it a terrific value for the any gamer. 

Blast Corps is a challenging game that incorporates a number of different 
skills and techniques. With this guide in hand, you'll become a Master of 
Disaster. The following pages include comprehensive strategies for each level 
and vehicle; maps for each main level; methods for acquiring each secret 
vehicle, and it reveals entrances to each bonus level. Armed with all this 
knowledge, you'll easily clear a path to victory! 
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The Story Line 


The Blast Corps is a group of specialists trained in the field of demolition. 


The team was originally formed at Rafters, a secret military base as part of a 
project to develop an assortment of heavy vehicles for use in warfare. 
Though they never really agreed with the purpose of the project, Amber, 
Spike, Wesley, and Clark did their jobs well and acquired reputations for top- 
notch work. 

However, an accident in the field left Wesley permanently disabled. When 
he was dismissed, the rest of the team left, as well, in what is now called the 
“Rafters Walkout.” This was the birth of Blast Corps. In the five years since 
the walkout, the Corps has worked tirelessly to combat urban decay on a 
nationwide scale through projects to revitalize cities. 

This time out, though, the stakes are higher. The Blast Corps team has 
been hired to prevent nuclear catastrophe. A set of nuclear missiles is leaking 
radiation during transport to a detonation site. The Carrier has shifted course 
to take the most direct route to the site, but a collision could detonate the 
deadly cargo. You must lead the Blast Corps team into action and clear a 
path for the runaway Carrier using the variety of vehicles at your disposal. 
Along the way, be on the lookout for the six missing scientists who can 
defuse the threat once and for all. It will take equal parts of strategy and skill 
to complete the task at hand! 
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Game Controls 


Camera Controls 


C (Up) Button: Zoom in 

C (Down) Button: Zoom out 
C (Left) Button: Pan left 

C (Right) Button: Pan right 


Backlash 
A Button: Move forward 
B Button: Move backward 
Z Button: Exit vehicle 
L/R Buttons: Hold when turning to slide 
Control Stick: Turn left/right 
Control Pad: Turn left/right 
Start Button: Pause game/bring up Options menu 


Ballista 
A Button: Move forward 

B Button: Move backward 

Z Button: Exit vehicle 
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L/R Buttons: Fire missiles 
Control Stick: Turn left/right 
Control Pad: Turn left/right 


Start Button: Pause game/bring up Options menu 


Crane 


A Button: Move platform out 
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B Button: Move platform іп 

Z Button: Exit Crane 

L/R Buttons: Raise/lower platform 
Control Stick: Turn Crane left/right 
Control Pad: Turn Crane left/right 


Start Button: Pause game/bring up Options menu 


Cyclone Suit 
A Button: Tumble mech when running 
B Button: Tumble mech when running 
Z Button: Exit mech 
L/R Buttons: Tumble mech when running 
Control Stick: Move mech forward/back/left/right 


Control Pad: No function 


Start Button: Pause game/bring up Options menu 


J-Bomb 

A Button: Activate mech jets 

B Button: Stomp 

Z Button: Exit mech 

L/R Buttons: Activate mech jets 

Control Stick: Move mech forward/back/left/right 
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Control Pad: No function 
Start Button: Pause game/bring up Options menu 


Police Car 
A Button: Move forward 
B Button: Move backward 
Z Button: Exit vehicle 
L/R Buttons: Sound sirens 
Control Stick: Turn left/right 
Control Pad: Turn left/right 


Start Button: Pause game/bring up Options menu 


Ramdozer 
A Button: Moves forward 
B Button: Moves backward 
Z Button: Exit vehicle 
L/R Buttons: Sound horn 
Control Stick: Turn left/right 
Control Pad: Turn left/right 


Start Button: Pause the game/bring up Options menu 


Red Sports Car 


A Button: Move forward 

B Button: Move backward 

Z Button: Exit vehicle 

L/R Buttons: Sound horn 

Control Stick: Turn left/right 

Control Pad: Turn left/right 

Start Button: Pause the game/bring up Options menu 
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A Button: Move forward 

B Button: Move backward 

Z Button: Exit vehicle 

L/R Buttons: Activate side attacks 
Control Stick: Turn left/right 
Control Pad: Turn left/right 


Start Button: Pause game/bring up Options menu 
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Skyfall 
A Button: Move forward 
B Button: Move backward 
Z Button: Exit vehicle 
L/R Buttons: Turbo boost 
Control Stick: Turn left/right 
Control Pad: Turn left/right 


Start Button: Pause game/bring up Options menu 


Train 
A Button: Move forward 
B Button: Move backward 
Z Button: Exit vehicle 
L/R Buttons: Sounds whistle 
Control Stick: No function 
Control Pad: No function 
Start Button: Pause game/bring up Options menu 
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Thunderfist 


A Button: Somersault mech when running 

B Button: Somersault mech when running 

Z Button: Exit mech 

L/R Buttons: Somersault mech when running 
Control Stick: Move mech forward/back/left/right 
Control Pad: No function 


Start Button: Pause game/bring up Options menu 


Van 


A Button: Move forward 

B Button: Move backward 

Z Button: Exit vehicle 

L/R Buttons: Sound horn 
Control Stick: Turn left/right 
Control Pad: Turn left/right 


Start Button: Pause game/bring up Options menu 


White Sports Car 
A Button: Move forward 
B Button: Move backward 
Z Button: Exit vehicle 
L/R Buttons: Sound horn 
Control Stick: Turn left/right 
Control Pad: Turn left/right 


Start Button: Pause game/bring up Options menu 
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General Information 


Levels 


Gameplay takes place in two levels, Main and Bonus. 

The map's larger circles are main levels. Your objective in these levels is to 
clear a path through the level for the Carrier. You may receive two Gold 
Medals in each of the levels—one for clearing the path, and one for destroying 
all buildings, collecting all Radiation Dispersal Units (RDUs), and rescuing all 
survivors. The number of buildings, RDUs, and survivors changes from level to 
level, but if you fully explore each level, you should find them all easily. 

Initially, there’s no time limit to clearing the path for the Carrier. This 
changes later on. 

The map’s smaller circles, representing bonus levels, lie scattered around 
the main levels. These provide training and exercises in preparation for main 
levels. You must complete a variety of objectives within the given time limit. 
These limits vary. The time limit you must beat to receive the Gold Medal will 
be considerably faster than those for Silver or Bronze medals. It will take sev- 
eral tries, but once you’re familiar with each level, the Gold Medal will be 
yours for the taking. 


Communication Points 


These radar-like icons hidden throughout certain levels allow a team to con- 
tact Headquarters. When found and activated, they open new bonus levels to 
explore. 


Radiation Dispersal Units 


RDUs are the small blinking lights your vehicle triggers when you drive by. 
Collect them to gain bonuses in each level. You can also use them as guides 
through the level. 


Survivors 


Free these trapped citizens by destroying their enclosures with your vehicle. 
The team Chopper then moves in to rescue them. Collect each survivor to 
gain bonuses. 


Information Screen 


Understanding this screen is vital to gauging your success in a given level. It 
displays the following information: number and percentage of buildings you 
destroyed; number and percentage of survivors you rescued; number and per- 
centage of RDUs you found; dollar amount of damage; commendations 
you've earned. 


Ghost Car 


Have you seen the Ghost Car yet? If not, try any racing bonus level. After 
completing the specified number of laps, attempt the race again without exit- 
ing the level. When you start the race, you'll see a Ghost Car—yourself from 
a previous best race. This feature allows you to compare your current perfor- 
mance to your record time, until you exit the level. 


Instant Explosions 


To create an instant explosion, position your vehicle so an obstruction pre- 
vents your driver from exiting the vehicle. When vou press the Z button, the 
driver screams, and remains in the car. Hold the Z button, and the object 
obstructing the driver's exit explodes! 


Extra ficceleration 


In the racing levels, could you use a boost to start out? To get a slight advan- 
tage, press and hold the Accelerate button immediately after the green warn- 
ing light appears. Your timing must be perfect here! If you press and hold the 
Accelerate button as the red light appears, it won't work. 


S 3 жы ; ыы - 


As you can see, the Blast Corps world is a vast place with numerous levels. 


Here's a general idea of how they stand in relation to one another. 


World Map Key 


Main Levels: Bonus Levels: 
Section One Section One 

1. Simian Acres 6. Sideswipe 

2. Blackridge Works 7. J-bomb 

3. Argent Towers 8. Backlash 

4. Havoc District 9. Sleekstreets 

5. Carrick Point 10. Kipling Plant 
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11. Cooter Creek 35. Obsidian Mile 
12. Twilight Foundry 36. Crystal Rift 
13. Orion Plaza 37. Shuttle Clear 
14. Marine Quarter 
15. Salvage Wharf Bonus Levels: 
16. Jade Plateau Section Three 
38. Skerries 
Main Levels: 39. Glander's Ranch 
Section Two 40. Silver Junction 
17. Tempest City 41. Moraine Chase 
18. Beeton Tracks 42. Mica Park 
19. Echo Marches 43. Gibbon's Gate 
20. Cromlech Court 44. Dark Heartland 
21. Ironstone Mine 45. Falchion Field 
22. Ebony Coast 46. Cobalt Quarry 
23. Outland Farm 47. Geode Square 
24. Shuttle Gully 48. Lizard Island 
49. Saline Watch 
Bonus Levels: 50. Dagger Pass 
Section Two 51. Magma Peak 
25. ЖИЛ 52. Baboon Catacomb 


26. Morgan Hall 53. Moon 
27. Corvine Bluff 54. Mercury 
28. Bison Ridge 55. Venus 
29. Skyfall 56. Mars 
57. Neptune 


Main Levels: 
Section Three 
30. Glory Crossing 
31. Ember Hamlet 
32. Angel City 
33. Oyster Harbor 
. Diamond Sands 


% 
1 
AAA elcome to Blast Corps. Ever wonder 


what it would be like to hop into a construction 
vehicle and run rampant through a town, 
destroying everything in sight? Well, even if you 
haven't, now's your chance to find out. 
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Simian Acres 


The first level of Blast Corps is “Simian Acres.” Although the level itself 
looks a little complex, with several buildings in the path of the Carrier, you'll 
find that Ramdozer, the vehicle you must use on his level, is more than up to 
the challenge. 

As the game's first course, “Simian Acres" serves as a sort of training 
level. When you start, and when you perform any action, an onscreen infor- 
mation box pops up and tells you what you just did, or what you need to do, 
and how important it is. Use this level as a practice course to get used to the 
way the game plays. 


Point 1 


This is the first structure you must destroy. The building has little chance 
against Ramdozer, as long as you hit it with enough speed. When you get 
close, an information box lets you know that this is an essential building to 
destroy. As you begin, pick up speed and head downhill into town along the 
road the Carrier is on. Pass over the railroad tracks, turn slightly left, and 
head for the building. You should be able to take it out in one strike. 


Point 2 


Just beyond the first building, you'll see the next target on the map. As you 
finish off the first building, turn slightly to the right and head for the second 
structure. If you have enough speed left from your run at the first target, you 
should plow right through the second. The building is for the most part in 
line with the first, so you should be able to take it with the same strike. 
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Point 3 


The L-shaped barn building is your third target. As with the others, the barn 
will crumble in one strike if you have enough speed. The thing to remember 
about the barn is that its shape dictates how you turn in the middle as you 
waste it. As you finish off the second building, head straight for the section 
of the barn that lines up with the previous targets. As you plow through that 
end, turn left and continue plowing without slowing down, and you should 
take out the barn in one run. 


Point 4 


Right after you finish off the barn, you must make a right turn and head 
north to the school building, a sort of T-shaped structure just north of the 
L-shaped barn. As you finish off the barn, circle around and hit the school 
from the left side, plowing straight through to the right. As before, you'll 
make it through as long as you have enough speed. Otherwise, you may 
need to make another pass. Make sure you destroy the building completely 


(a lot of people miss the small gate in the front). 


Point 5 


This structure is a house on the other side of a swamp. After you destroy the 
school, turn and cross the swamp toward the warehouse. You'll lose speed in 
the swamp; however, a small section of dry land before the warehouse lets 
you gather some speed. Plow through the warehouse from left to right. 


Point Б 


Now cross the street and head for the house just below the red barn. Circle 
around toward the house after finishing the warehouse, and hit it heading 
toward the left side. As you do, turn to the right and take out the right side. 
As with the previous houses, it should fall in one attack with the proper 


The final structure is the red barn. As you finish the house at Point 7, circle 
up and head north to the barn. Line yourself up with the middle of the barn, 
and plow through in a straight line. If you don't line up with the middle, you 
may take out only one side, requiring another attempt. Destroy it, and the 
path is clear: You're free to roam and explore the level! 


Point 8, 9 


Now it's time to get the White Sports Car sitting on the Train at Point 8. Pull 
up next to the Train and get out of the Ramdozer by pressing the Z button 
when you stop. Board the Train at the front and move it forward to Point 9 
on the map. See the wooden unloading bay? Pull the Train forward until a 
smiley face shows in the upper-right corner of your screen. That means you 
can now unload the Train. Get out and head up the ramp into the car. Get- 
ting this bonus car on this level makes it available to you in the bonus levels. 

After clearing the path, take time to go back and destroy the rest of the 
buildings and gather the RDUs lying around. You'll need them to get the 
level's second Gold Medal! 


Blackridge Works 


Welcome to “Blackridge Works,” the first of the “real” main levels. In this 
level, the game introduces you to Communication Points and other hidden 


vehicles. Your practice days are over! You’re now a full-fledged Blast Corps 
mernber —and it's time to get down to business. 

Fortunately, in this level you'll use Ramdozer, easily the game's most pow- 
erful unit, thanks to its powerful front end and extreme ease of use. Don't 
get too accustomed to Ramdozer, though, because most levels don't let you 
use it. In the harder levels, you're stuck using Backlash almost exclusively 
(more on Backlash later). This is unfortunate. You'd think the puzzles would 
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Blackridge 
Works 


get progressively more difficult. Instead, the puzzles stay about the same апа 
the game makes things harder by forcing you to use lousy vehicles. You'll 
have to get used to this major drawback. 

You begin at the lower-middle portion of the map. As you can see, you 
have quite a drive before you reach the first obstacle. 


Point 1 


This simple building should pose no problem. Demolish it and continue to 
Point 2. 


Point 2 


You get your first taste of a reinforced building. As you progress to other lev- 
els you'll find that a lot of the buildings require more than one hit to destroy. 
This is no problem for Ramdozer (you just back up and hit it again!), but 
when you're using lousy vehicles like the Backlash it really starts costing time. 
Remember this as you smash this building to high heaven. 


Point 3 


Here you face one of the toughest reinforced buildings. These are really 
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strong and can cost time, even for Ramdozer to destroy. Because you started 
out with a lot of room on this level you should have no problem. But keep in 
mind that in the later levels you get less time, and these buildings can really 
make you frantic! 


Points 4, 5, 6, 7 


You'll face these similar buildings, in order, and have little trouble destroying 
them. They're nothing you haven't seen before. Just keep your eye on the 
target indicator to see which to kill, and then take it out! 
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Point 8 


Here you find your first Communication Point. Congratulations! Touching 


difficult levels, you'll find up to two of these per level (there are many bonus 
levels to explore). Finding all of them is essential to completing the game. 


Point 9 


Here you find another hidden vehicle—the Cyclone Suit. It really has no 
place in this level, and it's neither necessary nor recommended that you leave 
Ramdozer to enter it. But it does serve as a reminder that you must always 
keep your eye open for hidden vehicles. That hard level later in the game 
may turn out to be easy if you find the right hidden vehicle! 


Argent Towers 


“Argent Towers" is the first Backlash level. And in perfect Backlash style, this vs 
level is too difficult to complement Backlash's difficult controls. However, ; 


you're still a rookie, and this is a good opportunity to learn the machine's 
drawbacks and how to make the best of them. 

The most annoying thing about Backlash is its attack mechanism. It's just 
too slow to set up. It takes three to five seconds just to set up an attack. And 
there are no shortcuts: You must always accelerate, turn around and around, 
and then slide—assuming you slide at the correct trajectory, which often 
doesn’t happen. 


Points 1, 2 


Begin by destroying the two structures. (Just apply the techniques you mas- 
tered in the Backlash Bonus Level.) 
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Points 3, 5 

You'll notice a little dirt mound next to the buildings. These are very impor- 
tant! Sliding over them gives you greater destructive power. To use them, 
slide into the building so your rear wheels slide over the dirt mound before 
you hit the building. Practice this on buildings at points 3 and 5. 


Point 4 


This is a normal building, easily leveled. 


Point & 


When vou destroy the building here, the path will be clear and you'll be 
prompted to exit the level. 


Point 7 


When the path is clear, pick up the Communication Point here. 


Point 8 


Now the real fun begins. Notice that you can’t just drive up the curb and get 
the Communication Point located on the platform. To get it you must get the 


J-Bomb hidden vehicle and fly to it— but there are a number of steps to 


achieving that goal. 


Point 9 


Push the block away, and then get out of your vehicle and walk down the 

ramp. You'll find Ramdozer and a TNT. Push the TNT into the brown door 
to destroy the door. Get out of Ramdozer and enter the doorway. You can't 
tell, but you're entering a Train. Press on the accelerator to get to Point 10. 


Point 10 


Here you find a Ballista and some ammunition. Pick up the ammo and 
drive out. 


Shoot the brown door that lies inside the recessed area. This may take 
some careful timing. When you've destroyed the door, get out of your vehicle 
and walk down the ramp to the doorway. Enter. You're in a secret tunnel. 
Walk upward. 

You walk for a while, until you end up under the hidden J-Bomb. 
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Point 12 
Enter J-Bomb and fly out to Point 8 and pick up the Communication Point. 
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Congratulations! You've done it! 
It's surprising the developers would place one of the most difficult 


puzzles at such an early stage of the game. Your mind should now be open 
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to all the possibilities these levels hold. The experience can only help you as 


you progress. 


Havoc District 


Now that you’re getting familiar with the controls on several vehicles, it’s 
time to dive into slightly more complex levels. To fully complete “Havoc Dis- 
trict,” you must use at least three vehicles. There’s also a chance to get 
another bonus car. 


Point 1,8 


You begin in the Skyfall dune buggy on the sidewalk below the bridge. 

Head over the small wooden bridge in front of you and drive to Point 8 on 
the map. Here you find the J-Bomb robot you need to clear the path for the 
Carrier. Hop into J-Bomb and fly up and over the first building. Once you’re 
centered directly over it, stomp down onto it to take it out. The methods of 
attack resemble those you used in the J-Bomb bonus level. It may take one 
or two stomps to destroy the building. 
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Now move to the next target —that is, the next two targets. Неге you must 
destroy two buildings for the Carrier to pass. As with the previous building, 
fly up and over each of these and try to stomp down in the middle. These 
buildings may take one or two stomps, as well, but clear them as quickly as 
possible. 


Point 3 


Your third and final target is a tall skyscraper between two smaller buildings. 
Don't worry about the two smaller buildings for the Carrier's path, but once 
you ve taken out the skyscraper, go ahead and destroy the smaller ones so 
you can get the second Gold Medal. Once the skyscraper is gone, you're all 
set. Now let's go explore. 


Point 4 


With J-Bomb, fly up to this cliff and grab the Communication Point. Each 
Communication Point you find opens up an additional bonus level. After you 
grab it and return to the world map, a new path leading to the bonus level 
opens up. 


Point 5 


Use J-Bomb to fly to this island and collect the Communication Point for 
this level. Now you'll have two new bonus levels to explore when vou finish 
the level. 


Point Б 


Now, with the J-Bomb, fly high into the sky and head for the cliff, and the 
spot marked there on the map. Note the slightly off-color section of grass. 
This is actually a false floor. Fly over and let yourself fall through and down to 
the bottom. You're in an underwater tunnel. 


Follow the tunnel to Point 7 on the map. Here vou find another bonus 
car, the Red Sports Car. You must abandon J-Bomb here and get into the 
car. Drive it out the other opening and follow the tunnel back to the surface. 
In this tunnel you also pick up several hard-to-find RDUs. 


Point 7 


If you think you've finished the entire level, but you can't seem to find that 
last section of buildings the Stats screen says you're missing, it's probably 
because you didn't destroy this ship (Point 9) sitting at the dock. The only 
way to do this is to get Ballista cycle from Point 10 and bring it over to the 
ship. Aim it toward the middle of the ship and back vourself up far enough 
that your shots hit it. It takes many missile blasts, but eventually it goes down. 
With that out of the way, you should be well on your way to getting the 
second medal! 


Carrick Point 


*Carrick Point" is the first main level to use the Sideswipe vehicle. The funny 
thing is, though, that the best way to complete the level is without Sideswipe. 
Instead, hop into a new vehicle and use it to clear the path much more 
quickly and easily than Sideswipe would have. 


Point 1, 12 


Before heading to Point 1, continue in the direction you faced at the begin- 
ning and drive along the sidewalk around the water. Follow the left turn in 
the sidewalk; eventually you arrive at Point 12. Get out of Sideswipe and 
enter Thunderfist—a powerful vehicle with a strange attack method. If you 
hit the attack button as you walk around, the robot curls into a ball and rolls 
forward in the direction it's facing. Once it hits the target, it springs up into 
a rising uppercut to take care of any upper floors the building may have. 
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Now that you һауе Thunderfist, head for Point 1. When you get there, roll 
forward down one row of buildings. As you bounce over them, keep hitting 
the Attack button to make Thunderfist continue bouncing across the roofs. 
As he bounces, guide yourself to the other side and take out the other row 
of buildings. 


Point 2 


Here we have another double row of buildings like the ones at Point 1. 

In the same manner, roll into and along one row of buildings, and, as you 
bounce across the roofs, make your way to the second row and take them 
out, as well. 


Point 3 


This is yet another double row of buildings, only this time they're perpendicu- 
lar to the previous ones. No problem. Simply roll into the first row, turn 
yourself so you can bounce along the row, guide yourself over to the other 
row, and bounce down it to finish them off. 


Point 4 


Large red oil drums? No match for you. Simply roll into one and bounce 
your way into the other. They crumple beneath you in one attack. 


Point 5 


At Point 5, you'll notice a gas plant. These little buildings are tough, and 

it actually takes a couple of hits from Thunderfist before they go down. 

Roll into them and bounce your way into the gas towers to fully destroy this 
building. 
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Points 6, 7 


As with the earlier double rows of buildings, line yourself up and roll into the 
first row on the left at Point 6. Don’t worry about the rows on the right-hand 
side for the Carrier’s path, but hit them anyway so you can get the Gold 
Medal. After plowing through the building at Point 6, continue rolling into 
the building at Point 7 to fully clear the path for the Carrier. Now go finish 
taking out the remaining buildings and get the other RDUs. 


Points 8, 10 


At Point 8 you find the Ballista cycle. As in “Havoc District,” you must 
destroy the ship in the harbor to destroy 100 percent of the buildings. Grab 
Ballista, and head to Point 11 to take out the castle. 


Points 9, 11 


At Point 9, you'll find this level’s first Communication Point. This opens up a 
new bonus level for you to explore. After collecting it, head over to the castle 
at Point 11 and take it out with Thunderfist. Inside, you find the second 
Communication Point, for yet another bonus level. 
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This level is actually more of a training level than a bonus level. It introduces 
the Sideswipe vehicle, which is equipped with large hydraulic battering rams 
on either side. Collecting the blue battery packs enables these rams to 
destroy anything on either side of you. They're extremely powerful, but your 
aim must be fairly accurate or the rams won't hit. 

The vehicle itself has a good top speed, but the controls are a little 
touchy. With a little practice, though, you should be able to breeze through 
levels that use this vehicle — practice that begins with this level. 

There actually isn't a whole lot to do here. It's a very short, L-shaped 
drive between rows of buildings. Be sure to watch the level's introduction so 
you can gather information on the controls and get an idea of what the level 
entails. Obviously, your goal is to drive through the buildings along the line, 
destroying all of them as you go. The line shows the quickest path to speedily 
destroy the buildings. As vou follow the line, take the path at about three- 
quarters of your top speed— not because the track is difficult, but because the 
rams don’t fire all that rapidly. If you go too fast, you may miss a building or 
two. Going at slower speeds ensures that you hit every target. 

As you drive along the path, note the batteries placed along the track for 
your convenience. Notice also the ammo count at the lower-left corner of 
your screen. When the count starts to get low, it's time to find ammo for the 
rams: If you run out, the Sideswipe is fairly useless. You won't do much dam- 
age simply ramming into things. Luckily, the batteries are set up so you need- 
n't stray from the path. In future levels, however, they won't be so readily 
available (and you won't have a line to guide you, either). 

There really isn't any reason why you shouldn't get a Gold Medal on this 
level, unless you're still getting used to the vehicle's controls. But once you've 
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mastered this level, you can easily finish it in under 20 seconds. You must get 
through in under 40 seconds to get the gold. So get your rams ready, and 
get to it! 


J-Bomb 


Like the Sideswipe Bonus Level, this level is actually a training exercise in the 
use of J-Bomb. This robot, as you can see, has a large jetpack that allows it 
to fly high in the air, reaching places no other vehicle in the game can reach. 
This level gives you a chance to practice J-Bomb's method of attack, which is 
to stomp on its target from above. J-Bomb has probably the best attack in 
the game. It's easy to use, and extremely powerful. As before, watch the 
level's introduction to learn the robot's controls and to get a feel for the level. 

When you begin, you notice right away that controlling J-Bomb is very 
awkward. The default controls are set to 360-degree movement, which 
means that all directions on the analog stick are absolute. If you press down 
on the stick, he turns and heads toward the bottom of the screen; if you 
press up, he'll turn to face the top of the screen, and so on. If you absolutely 
hate the way the robot controls, you can switch the 360-degree movement 
off in the Options screen by pausing the game, selecting More, and then 
selecting Control Mode. Once you've turned it off, J-Bomb will control a little 
more intuitively: Pressing up on the stick moves the robot forward, and press- 
ing down on the stick will back him up. Pressing right or left now rotates J- 
Bomb in either direction, rather then turning him in either direction. You 
may find that sometimes the 360-degree control is fine, and other times you 
need the more precise control of the traditional method. You must determine 
which works best for you. 

The objective in this level is to destroy all the buildings in the given 
amount of time. Again, this level is short and easy, but there are things you 
can do to reduce your time significantly. First and foremost, learn to use J- 
Bomb’s shadow. Wherever it falls on the ground and buildings, that's where 
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you'll crash down when you stomp. Use the shadow as an aiming tool for 
more accurate stomps. If you play by sight, you may find you misjudge your 
height a little and stomp right past some of your targets. Keep in mind that 


your robot is large, and if you position yourself correctly, you can actually 4 p. 
7 


take out more than one building at a time— as many as four or five, if youre ; 
lucky. You may not destroy a large building in one stomp. If you don't line up 
right, you might only destroy a quarter of it. But if you land in the center, you 
can clip all parts of the building on the corners, and take the whole thing 
down. This works with buildings, as well. If two buildings are next to each 
other, try to catch both buildings' edges in one stomp. If you do, you kill two 
birds with one stone. 

Once you have the controls down, you should have no problem finishing 
the level in a minute to a minute and 10 seconds. It only takes a minute and 
20 seconds to get the gold, so you should be good to go. Stomp to it! 


Backlash 


This is vet another Training level, this time for the infamous Backlash dump 
truck. No matter how many times you use this vehicle, on this level or others, 
it will seem as though you can never quite control it the way you need or 
want to—for good reason. The Backlash is the hardest vehicle in the game 
to use, but if you use it correctly, it can be quite powerful. 

The Backlash's method of attack is a little unusual, and difficult to use 
effectively. You destroy buildings by swinging or skidding the tail end of the 
truck into the structure and, if you do it right, you can usually take out an 
entire single-story building in one swipe. For those pesky two-story buildings, 
you will need to somehow fly into the structure as you slide, usually by sliding 
off of a mogul or hill. Once you do, you crash into the upper floors and 
come down into the lower floors, and destroy the whole building. Sounds 
easy, right? Wrong. 
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This vehicle seems to have the worst traction of any vehicle, and some- 
times, once you've started to slide, it's hard to maintain control and guide the 
dump truck into your target. If that isn’t bad enough, the Backlash also has 
the slowest reverse speed in the game, so if you do screw up, backing up to 
take another run costs a lot of time, and time is not in abundance. The key 
to the Backlash is to drive in at a slight angle to the target structure; then, a 
few moments before you hit, steer hard in the direction of the building while 
hitting the Slide button. If you do it right, those structures will crumble on 
impact. But even with practice, Backlash will never seem really easy to use, 
especially in later levels. 

This level is fairly straightforward, however. You must destroy three struc- 
tures within six minutes. That’s way too much time, and if you take even a 
fraction of that time, you should try again. With the controls down, you can 


complete this level in about 20 seconds easily; you must use less than 22 sec- 
onds for the Gold Medal. 


е The fastest way is to drive straight and slide, front facing right, into the 
first building. 


e Immediately after you destroy that building, keep turning to the right 
and slide to the left into the building on the left. Make sure you use the 
little mogul when sliding to destroy the building in one swipe. Other- 
wise, it make take a second pass to finish it. 


* Next, turn and head back to the starting point; then turn left toward the 


farmhouse and follow the arrow for the slide to totally destroy it, and 


you're done. 


Just three buildings and it's over, for now. But this level is nothing com- 
pared to what you'll face later, so feel free to run this level several times to 
become more familiar with Backlash's controls and movements before exiting 
and moving on. 
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Sleekstreets 


Sleekstreets is the first “normal” bonus level. No more Training here. Now 
you can test your skills with your new vehicles. This is a typical bonus level, 
as well: Many bonus levels are races like this one. Not only will you start 
learning how to race with the vehicles, but also how to look for shortcuts. 
Unfortunately, this level doesn't really have any shortcuts— at least no 
helpful ones. 

To win any race, you must start by picking the right vehicle for the job. 
That doesn't necessarily mean the fastest, as you'll see. Sometimes control is 
more important than speed. For this track, though, speed plays а big role. 
Choose the Red Sports Car or the Van (that's strikingly like the van used on 
the A-Team television series). The Red Sports Car isn't quite as fast as the 
Van, but it controls better. The Van is faster, and doesn't spin out much, but 
that makes it a little touchy, and often you'll end up ramming a building 
rather than make it through a narrow passage. Either vehicle can get you a 
good lap time. 

(Perhaps you don't have these vehicles yet. Don't worry, you'll get them 
later on in the game. You don't have to do this level right away, or any level, 
for that matter, so take your time. Don't bother with any of the racing bonus 
levels until you have at least one of these two cars, though; they'll drastically 
improve your times. Good luck!) 

Now pay attention to where the course actually goes. 


* When you start, you head toward a dead end. Instead of ramming into 
the barrier, turn left and head over the grass into the sewage canal. The 
grass slows you a bit, so get off of it as soon as you can. (The Red 
Sports Car is a little better here. It doesn't slow much on grass, and 
corners a little more precisely, as well.) 


* Go down the canal to the left and rise back up to around level at your 
first chance. Don't get caught on the canal's support pillars, or on the 
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black-and-white-striped barriers as you come out of the canal. Hitting 
any of these bounces you in the wrong direction, adding seconds to 
your time. 


Here the path narrows. When you come out of the canal you find 
many buildings partially in your way. A narrow road winds through 
them, but as mentioned before, you must have pretty good aim. One 
wrong tap on the stick, and you'll bounce like a pinball off the building 
walls. You can squeeze by them all, but you'll have to run over a fence 
to make it through. Once you get the aim right, you should have no 
problems. 


Immediately after passing the buildings, you'll come to a crossroads 
with the familiar black-and-white boundaries. Turn left here and follow 
the boundaries. After they end — which is fairly quickly— vou have free 
reign. It's a good idea to make a beeline for the starting line, obviously, 
but which way should you go? Rather than follow the road like a good 
citizen, cut across the first plot of yard you see and save yourself some 
time. As you come off the grass, you should almost cross the starting 
line for your next lap. Do all correctly, and you can make a lap in 10 
seconds or less. 


Kipling Plant 


This is the first bonus level designed exclusively for Ballista. Because it’s your 


only choice of vehicle here, you can consider this a kind of Training level. 
Right away you'll notice that Ballista has some touchy controls, and can 
turn on a dime. At first this may seem a little annoying, but after a couple of 
runs through the level, you should have the controls down. 
Notice that you can fire missiles. This is Ballista’s primary destruction 
method, as opposed to simply ramming things. These missiles are quite pow- 
erful, though not quite as strong as some of the other vehicles methods of 
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attack. The lower-left corner of the screen displays your ammo count. Pay 
close attention to this, as Ballista is rather weak without ammo. If you start to 
run low, make an effort to find some ammo, and then continue with your 
objectives. Luckily, ammo is abundant on this first level, so you shouldn't 
need to hunt any down. 

Тһе objective of this level is to find and destroy six blue gas plants іп one 
minute. Once you have the controls down and are aware of the plant loca- 
tions, the one-minute time limit will be a snap. In fact, it's possible to com- 
plete the level in under 20 seconds (and you must to get a Gold Medal). 


At the start of the level, drive in the direction you're facing, and turn 
toward the left side of the building ahead. You'll see the first blue plant 
right away. Blast it with two missiles. 


Continue around the left side of the building, and when you reach the 
back, drive straight. You should see the second blue plant within a few 
seconds. Quickly blast it with another two missiles. 


After the second plant, continue going straight until you hit the street. 
Then turn onto the street and immediately turn toward the right side of 
the screen around the building to see the third blue plant. Blast it, and 
you are halfway home. 


After plant number three, head back to the street and drive until you 
see a cross street. The street you're on will end there, so turn toward 
the right side of the screen and drive until you pass the buildings on the 
lower part of the screen and come to a grassy area. Turn onto this and 
keep going until you see the fourth plant. 


After you destroy it, turn into the path in between the buildings where 
the plant used to be, and follow it until you can turn down again. Once 
you can make the turn, head past the building toward the grass area. 
You should see the fifth blue plant there. Take it out. 
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* After you finish the fifth plant, turn right and follow the pavement until 
it turns right. At this junction you'll see the sixth plant. Blast it quickly 
and you're done. 


This is one path vou can take to beat the level, but there may be more. 
However, this one will surely get you the Gold Medal after you practice a few 
times. Just remember to watch your ammo and keep control of Ballista. If 
you need ammo, the black boxes with the missile insignia on them are yours 
for the taking. Good luck! 


Cooter Creek 


Ready to race? This will be the second racing bonus level to beat, and again, 
vehicle choice plays an important role. You may want to take a trial run 
around the course to see how it's laid out before seriously running it. You'll 
find it's essentially a simple, donut-shaped course with fairly easy turns. 

However, there are two tricky aspects to it. First, you're driving in dirt, 
and most vehicles slide easily on this type of terrain. The semi-narrow 
starting line and the small canal on the opposite side pose the other chal- 
lenge: The canal serves as sort of a speed bump; hitting it causes you to hop 
into the air and lose valuable speed. The narrow starting line forces you to 
come in straight and careful, because hitting the wall on either side slows 
you drastically. 

Obviously, you must complete the course fairly quickly. You have only a 
minute and 12 seconds to complete the four laps. There's no reason why 
you shouldn't be able to complete the laps with any of the faster vehicles. 
The Ramdozer may not be ideal, but any of the sports cars or the Van should 
do perfectly. If you want the Gold Medal, however, there's really only one 
choice—the Red Sports Car, due to its traction and power. 

The fastest way around the track would seem to be the road, right? In this 
case, though, you'll gain a lot of time by cutting into the rough areas on the 


inside of the track. This cuts the track length бу half. Most vehicles, though, 
slow to a crawl in rough areas like this— except for the Ramdozer and the 
Red Sports Car. These vehicles will travel over rough terrain with little loss 
of speed. Clearly, the Ramdozer is a lot slower than the Red Sports Car, so 
use the latter and learn the quickest path through the trees and such to cut 
your time. 

You must watch for the narrow starting line. Coming at it from the rough 
area might put you at an odd angle, so make sure you're lined up right 
before blazing across. Hitting the walls costs you valuable seconds. 

You must complete only four laps to finish the race. As vou'll see, a 
minute and 12 seconds is plenty to finish, but you must do it in under 35 
seconds to get the gold. If you practice a few times, it's quite possible to fin- 
ish the race in under 30 seconds. When you have the medal you desire, go 
back into the level. If you travel north along the road the starting line is on, 
you come to what looks like a barrier. This is a mirage— drive through it. 
You'll arrive in a small cove where there's a small building. Destroy the build- 
ing to uncover the hidden Communication Point. These Communication 
Points open new bonus levels on the main map! 


Twilight Foundry 


How about those RDUs? In the main levels it can be pretty hectic trying to 


clear the path for that truck. Then you can pull your hair out looking for 
those Communication Points. But after all the work is done, you get to have 
fun. It's relaxing to run over all those little lights and watch them light up. I 
guess the developers thought it was so much fun they decided to make а 
bonus level in which you simply collect 85 RDUs in a minute and 20 sec- 
onds. Does that sound like fun to you? It is, until vou try to get the gold. 
Then this level becomes a real sweat. 

First, you must collect 85 in under 35 seconds to get the gold — тоге 
than 2 per second! Normally this is easy: In normal levels RDUs are bunched 
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together in big groups. They’re lined up in this level, too, but you can’t spot 
one group from another group’s location. In other words, you must explore. 
The obstacles pose the second problem. Buildings are everywhere. This 
means the bonus vehicles will have a hard time utilizing their great speed. 

For obvious reasons we'll rule out Skyfall, Backlash, and Ballista. There's 
no ammo for Ballista anyway, and Skyfall has nowhere to vault from. Back- 
lash stinks, as usual. As for the bonus cars, the only viable option is the Van, 
and even then it's not a wise choice. You see, whenever a bonus car hits a 
building, it stops dead in its tracks. Then you must reverse and so on to get 
back on track. You only have 35 seconds so you don't have time for all that. 
That leaves us with the reliable old Ramdozer. But beware, even with the 
Ramdozer it's very difficult to get a Gold Medal on this level. However, a pat- 
tern you can follow almost ensures gold as long as you don't miss a single 
RDU along the way. 

For the purposes of this discussion, rotate your view clockwise by 
pressing the right C button once (from the level start position). This makes 
the instructions more precise. When you're familiar with the pattern and 
comfortable enough to do it yourself, you need not— should not, in fact — 
rotate your view. 


* At the level start position (provided you rotated your view clockwise 
once), go left until you get to the fence. Then go up. You'll crash 
through a building; immediately go right. When you see the fence, go 
down and finish off that group of RDUs. As you pass that last building, 
go right on to the next group. 


Soon the fence to the left of your vehicle ends. Immediately go up until 
you hit the fence. Then bear right and keep going until you hit the oil 
drum. Go down until you pass the L-shaped building; go around the L- 
shaped building and head back up, collecting the rest of the RDUs. 
When you see the red building, turn around and go back down. 
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е You'll pass the L-shaped building and two gray dirt piles. After the sec- 
ond dirt pile, you'll see two buildings on the right-hand side of the 
screen. Here's the tricky part: Drive down so you're directly next to, 


but not hitting, those two buildings. Keep driving straight down. As you 4 


do, you'll collect two columns of RDUs simultaneously. When you hit 
the fence, go left. Keep going until you pass the next building and see 
another fence. Go up, then go right to finish off that group of RDUs. 
Be careful, the RDUs in this section are really picky, so make sure you 
run over them. 


* When the fence to the left of your vehicle ends, go up until you see the 
blue building. At the blue building, go right and pick up the last two 
RDUS. You should finish in 33 or 34 seconds. Excellent work! 


Orion Plaza 


"Orion Plaza" is a rather interesting and silly level. It's laid out like a pool 
table, with a cue stick stuffed into each pocket. At the opposite end of the 
table eight TNTs are racked up eightball style. The idea is to destroy all the 
cue sticks within two minutes. To achieve gold you must complete it before 
one minute passes. You're armed with the Ramdozer to push those TNTs 
around the table. Although you may think of the Ramdozer as your friend 
by now, it won't help you here. It takes great skill to maneuver those TNTs 
swiftly and accurately, and not even the mighty Ramdozer will make 

things easier. 

It's important to understand the TNT's time limit. Anytime you touch a 
TNT, it begins flashing, and after a certain time period, it explodes. On some 
of the main levels you can really break a sweat as you frantically try to push 
the TNT over to a building before it explodes. Before you attempt Orion 
Plaza, rid yourself of this mindset. You have only one minute to destroy all 
the cue sticks, so you must go as fast as you can. Don't worry about which 
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TNT you touched first and trying to get the TNT with the shortest fuse out 
first. The TNT nearest a particular cue stick is the TNT you'll use to destroy 
it. This not only saves time, but frustration. You're going so fast, chances are 
few TNTs will blow up prematurely. 

This leads to another point. In some bonus levels, it's essential to destroy 
things systematically to avoid missing stray objects. This strategy can hurt you 
here. Because speed is of the utmost importance, don't bother destroying 
them in a certain pattern. Go for the cue stick that's most convenient to 
destroy, and then the next. This way you spend less time maneuvering TNTs 
and more time destroying cue sticks. 


* When you begin the level, drive straight forward and smack through the 
TNTs to spread them out. 


Find the TNTs nearest each cue stick and go get them! If you find a cue 
with no neighboring TNT, push a TNT to the adjacent wall and then 
slide it along the wall until you get near the cue. Then push it in. It's 
important you use the wall to get TNT to a particular spot. It's too diffi- 
cult to push a TNT block across the middle of the table. If your vehi- 
cle's trajectory is off by a few degrees the TNT will slip away from you. 
The time you spend getting it back will most assuredly be the time you 
need to get the gold. 


Although I recommended against destroying the cue sticks systemati- 
cally, it's generally more time-efficient to save the bottom two cues for 
last. They're furthest from the TNT and hence will take the most work 
and planning to destroy. 


Finally, once you destroy a cue, the pocket opens up. Don't accidentally 
drop a TNT into it, or it will be lost forever! You have only eight TNTs to 
destroy six cues, and if one or two of them blow up early, you'll be unable to 
complete the objective. In other words, don't waste any! 
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Marine Quarter 


Here we are at "Marine Quarter," and although this level is supposed to be a 
race in which you complete four laps in under three minutes, it's actually a 
very simple track you can complete with any vehicle. The real purpose of this 
level is to give you a chance to differentiate the cars based on their unique 
abilities. This way, in later levels you'll know what kind of car you're stepping 
into before you stomp on the gas pedal. 

The car likely to tempt you most is the Red Sports Car. It plays that cool 
disco tune when you hit the R button. Although it may not look it, this car is 
the slowest of the three vehicles. It does have average traction, so you can be 
a little more aggressive in those turns. It also has good acceleration, which 
makes it more useful on the main levels where time is a factor. Its unique 
aspect is that it can drive through grass with no speed loss. Remember this 
when you face a lot of grass. 

Next is the White Sports Car, the one that sounds that old fogie horn. 
This car is by far the fastest. Its speed is especially useful on levels like this 
one, where there are few obstacles and a lot of open road. It also has good 
acceleration, so it's a viable option on the main levels where there's a lot of 
stop-and-go action. Its downfall, however, is its traction. It has none. This has 
its greatest impact when you hit a wall, and go flying! Skilled driving can 
overcome this drawback, but it's important you know this before you step 
into the car. 

Тһе Police Car continually sounds its siren while you hold the R button. It 
has good speed — faster than the red car but slower than the white. It also has 
excellent traction. It is nearly impossible to slide out of control in this car. Its 
downfall, however, is it's lack of acceleration. It has lousy acceleration. For 
this reason, the Police Car isn't a good vehicle overall. For example, on *Bee- 
ton Tracks," the Police Car is positioned between a wall and a donut shop. 
When you enter the vehicle you must accelerate and reverse many times to 
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get out of that spot and onto the road— with any other vehicle, а trivial task. 
But the Police Car's acceleration is so poor it can take ages to get out. 

Тһе last bonus car is the Van. The Van is the best all-purpose vehicle. Its 
top speed is almost as fast as the white car and its traction is equal to the 
Police Car. Although the Van still loses speed while driving in grass, it's great 
weight allows it to maintain its speed for three or four car lengths before it 
begins losing speed—in huge contrast to the other cars that lose their speed 
immediately in a grassy area. This gives you a little more flexibility on the 
main levels. The Van also has the greatest destructive power of all the bonus 
vehicles. Although you would never want to be in a situation where you're 
destroying buildings with a bonus vehicle, it's still good to know. . . . 

Okay, you've tested your vehicles. Now, how do you get a gold on this 
level? It's easy, pick any car and don't hit any walls. You must complete four 
laps under 40 seconds to get the Gold Medal here. If you are going for a best 
lap time, choose the White Sports Car. To overcome its bad traction, steer 
into the turns early. This allows you to slide into the turns without hitting the 
walls. Even if you just graze the walls you should be hitting 89 second laps, 
just fine for the purposes of securing the Gold Medal. 


Salvage Wharf 


Okay, you've gone through some easy levels now, and you're looking for big- 
ger fish to fry. We're talking more buildings, more destruction, more may- 
hem, and more fun. That's what "Salvage Wharf" is all about, except for one 
small thing: You have less time to do it in! 

To complete the level you must destroy the whole town in under two 
minutes and 30 seconds. But getting the gold is not as easy! Yes, that's right: 
To get the Gold Medal in “Salvage Wharf” you must cause $1,000,000 in 
damage in under 50 seconds! Is that possible? Well, yes, but be forewarned: 
Even with superior precision and efficiency you'll probably still finish with 
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only one or two seconds to spare! But before we talk about efficiency, let's 
talk about vehicles. 

The vehicle choices for this level are Ramdozer, Backlash, and Ballista. 
Let's rule out Backlash right away. There's always a better alternative to 
Backlash, so unless you're trying to show off pick another vehicle. 

Ballista tries really hard here, but is caught in a catch-22. It's just too easy 
to run out of ammo. And once you're out, it's impossible to finish the level. 
Of course, you could slow down and aim more carefully, but the whole point 
to this level is speed. With Ballista you lose either way. 

Basically that leaves us with good old Ramdozer. Ramdozer never fails! 

On this level there are a number of multicolored block piles laid out in a U 
shape, with some single blocks scattered around. The trick to finishing the 
level in time is to maintain a forward progress of destruction. It's hard to 
destroy these block piles in a single pass, and it's too time-consuming to fully 
destroy each structure one at a time, so the most efficient way to do this is to 
destroy the buildings in halves. 


* This is the best way to destroy the buildings: From your starting posi- 
tion, before you've moved your vehicle at all, you should see three 
block piles. Drive toward that pile. When you reach it, destroy half, and 
then proceed to the right. Destroy half of that building and continue 
toward the right, destroying half of any building you see. Eventually you 
must turn upward. 


Turn up and continue the process until you get to the single blocks at 
the top. When you get there, destroy them and turn around. Remem- 
ber the block piles that you destroyed halfway? Finish them off on the 
way back. 


Eventually you end up where you started and you'll see full-sized block 
piles ahead that you skipped earlier. Because the buildings are laid out in 
a U shape, you can simply repeat the process for the remaining block 
piles. Just destroy half of each building on the way up, and then finish 
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off the other half of each building on the way back. If vou destroy them 


in this pattern you should finish with one or two seconds to spare. Just 
remember: Keep moving at all times or you won't get the gold! 


If you hit a multicolored block pile dead on, occasionally you'll bounce 
back, wasting valuable time. This is another drawback to trying to fully 
destroy a structure in one shot. Don't be greedy. Destroy each structure in 
halves, and then finish destroying them on the way back. 

Also, avoid Ballista ammo boxes if you're using Ramdozer! They're inde- 
structible if you are using Ramdozer, and if you hit them they'll bounce you 
back, wasting your time. 


Jade Plateau 


“Jade Plateau” is another in the long line of “race” bonus levels. It's a much 
larger level than *Marine Quarter" and you have a large number of vehicles 
to choose from. These things can make it difficult to progress without a lot of 
trial and error. Here you must complete four laps in under three minutes and 
30 seconds to avoid failure. To achieve gold you must complete those laps in 
under one minute and 50 seconds. 

First, select a vehicle. The four base vehicles are Ramdozer, Backlash, 
Skyfall, and Ballista. If you have any bonus vehicles, they'll be selectable, as 
well. The best vehicles for this level are Ramdozer and the Van. The race 
cars are fast, but they're not strong enough to destroy buildings quickly. This 
applies to Skyfall, as well. It's absolutely necessary to choose a vehicle that 
can destroy buildings, because the second shortcut in the level contains build- 
ings you must destroy to pass through. This shortcut is essential to achieving 
gold on this level. 

Ballista is a valiant but flawed choice here. There is ammunition for this 
vehicle next to the building after the first turn, so you can use the second 
shortcut. However, Ballista's wide base and lousy handling make it a chore 
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just to finish a lap. At the first shortcut Ballista scrapes the walls every time 
you make the slightest change of direction. Also, it's difficult to enter a bridge 
opening without hitting the edges, which knocks you back. These annoy- 
ances cost you a lot of time, so it's better not to use Ballista. As for Back- 
lash—again, it's the game's worst vehicle, and there's always a better 
alternative. 


* The level's first shortcut is located immediately after the first bridge 
ends. Once you pass through the first bridge, you see three trees on 
the right-hand side. Drive through them; you see a path leading 
through the hill. The benefit of this shortcut is uncertain; although tech- 
nically it's a shortcut, your vehicle suffers from extreme speed loss 
because you re driving through grass the whole way. If you find yourself 
scraping against walls a lot, you might find it faster to not take the 
shortcut, but if you can make it through without scraping you'll proba- 
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bly save a second or so on the lap. It depends on your skill. 


The second shortcut, however, is essential to achieving gold on this 
level. After you pass through the second bridge, you see a red-roofed 
building. Destroy it. You pass three oil drums and come to another 
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beige-roofed building. When you destroy this building and pass through 
you'll end up at the finish line. If you are using the Ramdozer, you can 
drive through the buildings without a care. Just make sure you avoid 
the oil drums (they take more than one hit to destroy). If you are using 
the Van, destroy the lowest part of the red-roofed building. Drive 
through, avoiding the oil drums, and then destroy the upper portion of 
the beige-roofed building. This clears the easiest path. 


If you're using the Ramdozer, you should average 25-second laps. If 
you're using the Van, your first lap will be 35 or 40 seconds, because the 
Van takes so long to destroy buildings; after the first lap your superior speed 
makes up for this and the next three laps should clock in around 18 or 19 
seconds each. Either way, you should have enough time to get the gold. 


Tempest City 


"Tempest City" is the first level where you use Ballista exclusively, so you 
must learn to control the cycle and its ammo. Wild guns won't prosper here; 
you must keep an eye on your ammo and make sure every shot counts. You 
don't have a lot of time, as the Carrier starts out close to the town, but you 
may need to run and grab ammo occasionally if you run low. 


Point 1 


This is the first target you must remove from the Carrier path. The tricky 
part is that, not only do you have to destroy the building, but also the struc- 
tures in front of it. Watch the arrows, and when they're gone, you'll know 
you ve destroyed the building. 


Point 2 


After you take out the first structure, make sure to grab the ammo around it. 
Now move toward the second building at Point 2. Approach it slowly; if vou 
hit it, you'll bounce back at an annoying angle and lose aim. Once you're in 
position, blast the building, making sure to hit it in both halves along the base 
to take it out fully. 


Point 3 


This building is like the one at Point 2, only it's a single-story structure. Make 
sure you grab any ammo you see next to the previous building; then move 
into position to destroy this one. 
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The next structure you must destroy is on the next block. Head down the 
street and grab any ammo you find. When you get to the next block, head 
for the square building on the corner. Position yourself and blast away until 
it's gone. 


Point 5 


Your next target is the gas plant behind the structure at Point 4. Gas plants 
are a little tougher than normal, so it may take several shots. Make sure you 
hit both halves of the base of the building; otherwise, you may destroy only 
half of it. 


Point & 


Here you'll destroy a small building next to a parking lot. This building will be 
simple to demolish, similar to those earlier in the level. Make sure you grab 
the ammo near the blue oil drum; you may need it later. 


Point 7 


This is the last target to clear the path for the Carrier. You must blast both 
buildings to succeed. There isn't much in the way of ammo on this end of the 
map, so hopefully you've been grabbing it along the way. If you run out of 
ammo while trying to waste these two buildings, ram into them and hold your 
Ballista against them. This wear and tear will take them out, but slowly. If vou 
took the other buildings out quickly, you should be in the clear. 


Point 8 


Once the path is cleared, head here and you'll find a pile of ammo. Grab it 
and blast the wall here to reveal a ramp going up. Take Ballista up the ramp 
to open up a hidden area. 
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Points S, 10 


Once you have Ballista up the ramp, destroy the crates and boxes at Point 9 
with your missiles. Behind these crates, at Point 10, you find the first of six 
lost scientists. He tells you a short story and explains his importance and that 
of his colleagues, and how you must find all six to save the world. (He also 
gives you the location of the next lost scientist, so pay attention.) 


Point 11 


Find this level's Communication Point here, and open up another bonus 
level. 


Beeton Tracks 


This level begins, rather oddly, in a Train. You must travel to the end of the 
track before you can actually begin clearing the path. Luckily the Carrier is 
slower than the Train, and there isn't much to clear. In fact, you need only 
destroy two structures, but the trick is finding out how to destroy them. 


Point 1 


As the level begins, quickly get out of the Train and grab the Communication 
Point found here. This saves you the trouble of having to get it later, and if 
you're quick, it won't affect your chance for success. 


Point 2 


Once you have stopped the Train at the end of the track, hop out and walk 
south to the bridge at Point 2. Cross to the other side. 


Point 3 
At Point 3, you find Ramdozer—the key to clearing the path in this level. 
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Point 4 


Using the Ramdozer, quickly destroy this building as you make your way to 
the Crane. If you miss any part of the building, you'll have to back up and 
make another run at it, costing valuable time. 


Point 5 


Having destroyed the small building, maneuver Ramdozer onto the platform 
of the Crane, hop out, walk to the base of the Crane, and enter it. Using the 
R button to lift the platform up and down, and the A button to slide the plat- 
form in and out, move Ramdozer to the other side of the ditch, where the 
Train tracks are. Once you've lowered the platform on that side, get out of 
the Crane, walk over the bridge, and over to the Ramdozer. Hop in and head 
toward the loading bay of the Train. 


Points Б. 7 


Now to destroy the final target. As you approach the loading bay of the 
Train, notice the bomb sitting on the car of the Train at Point 6. Using 
Ramdozer, line yourself up perpendicular to the Train where the bomb is. 
Now push the bomb across the tracks and into the extremely large building 
at Point 7. Using the bomb is the only way to destroy this building — and 
there's only one bomb, so don't screw up. It's a short, straight distance to 
push the bomb in, so you should have no problems. Once the building is 
gone, the path will be cleared and you can explore the level. A lot of the 
RDUs are in the level’s earlier sections, where you were driving the Train. 


Point 8 


Once you've cleared the path, either move Ramdozer back to the other side, 
or walk down to Point 8 to the Police Car sitting in front of a donut shop. 
(Imagine that, finding a Police Car at a donut shop!) Hopping into the Police 
Car adds it to the list of cars you can use on the bonus levels. 
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Echo Marches 


“Echo Marches” is a fairly simple level, but it's spread out over a long dis- 


tance. There are a few tricky spots, but nothing careful exploration can't 
solve. You begin with the J-Bomb and will use it for a majority of the level, 
but occasionally you must leave the robot and board other vehicles. You'll 
also be introduced to a new vehicle that works in the same fashion as the 


Train—the Steamboat. 


Point 1 


Your first target is the L-shaped barn. With J-Bomb, this is no challenge. 
Simply position yourself over it, using your shadow as a guide, and crash 
down on top of it. If you don't destroy the whole building in one attack, fly 
up just enough to clear its roof, and then crash down on the other part. This 
minimizes your loss of time. 


Points 2, З 


At Point 2, there's a large red barn, and at Point 3, a grain silo. As with the 
L-shaped barn, crash down into these and take them out. If you need to 
make another attack, remember to fly only as high as necessary to make the 
stomp on the part you missed. 


Points 4, 5 


At Point 4, you'll notice the arrows point to something in the way, but 
there's nothing to destroy. That's because there isn't anything to destroy— 
but there is a hole to fill. You must grab the Train at Point 5 and drive it over 
so the flatbed car fills the gap between the loading bays. Fly to the first tunnel 
the Train track goes into, land next to the tunnel entrance, and exit J-Bomb. 
Walk down the tunnel and get into the Train, and then drive it back to Point 
4. Once the Train's in place, hop out and get in the Red Sports Car sitting 


2R SADR SRR 


` 


22 
2 
2 
А 
7 


8 


m > = 


< Walkthrough ' 
Sa ee 
S SS КЖ э УУ OS 


on the flatbed. You must move it so the Carrier doesn't hit it, so you might as 
well drive it back to your J-Bomb. 


Points 6, 7 


At each point, there's a large building vou must crush out of the Carrier's 
path. A couple of stomps each from J-Bomb and they should be gone for 
good. Remember to fly only as high as necessary when stomping to minimize 
the time you spend flying up and stomping down. 


Points 8, 9 


When you reach Point 8, you see there's a river in the way of the Carrier, 
but there's no bridge! Now the Steamboat comes into play. Fly just past the 
river and west toward Point 9. There you'll see the boat sitting in the river. 
Land on the flatbed of the boat, exit the J-Bomb, walk to the bridge of the 
ship, and hop in. Because the boat is heading in the wrong direction, you 
must use the Reverse button and back it up to Point 8. As with the Train, 
wait until you see the smiley face in the upper-right corner before exiting the 
Steamboat. Once you're in place, hop out and get back into the J-Bomb. 


Points 10, 11 


These are the last two structures to deal with before the path is clear. Just as 
you did at the start of this level, move into position over the silos as Point 10 
and take them out. Then fly up and over the red barn at Point 11, and finish 
it off to clear the path completely. Now you can go and destroy the rest of 
the stuff and explore the level. 


Point 12 


Point 12 is left of Point 9, where you grabbed the Steamboat. See the large 
red oil drum? Using the J-Bomb, crash down into it to find one of the Com- 
munication Points for this level. 
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Point 13 


The last Communication Point is high atop a pillar of rock here at Point 13. 
When you reach the last two red silos, fly east until you see the pillar. Land 
first, and then take off full-speed straight up to the top and grab the Commu- 
nication Point. 


Cromlech Court 


“Cromlech Court” is one of the few levels designed exclusively for Thunder- 
fist. The level itself is really easy, but you must be good and quick about 
destroying all the buildings. The Carrier is moving at extremely high speed, 
and one mistake probably will cost you the game. 


Point 1 


Obviously they wouldn't give you normal-sized buildings for this course. That 
would be too easy. Instead, they pit you against several-stories-high structures 
and skyscrapers. No matter, the technique for beating them is the same. 
When you start out, immediately turn and roll toward the building at Point 1. 
When you roll into it, keep tapping the Roll button to make Thunderfist 
repeatedly uppercut the surrounding building parts, as well as the other build- 
ings. If Thunderfist stops for any reason, you must take a couple of steps 
back, turn, and roll back into the buildings to continue. 


Point 2 


Like the building at Point 1, only this time you must destroy only the closest 
half to clear the Carrier's path. After the first building, turn and roll around 

the trees to the second building. Roll into it and uppercut your way through 
the closest half. 
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Point 3 


Take the building at Point 3 exactly as you did the building at Point 2. Roll 
into it and repeatedly uppercut through it. Remember that if you get stopped, 
back up a few steps, and then roll back into the building and continue its 
destruction. As with the previous building, you need only destroy the closest 
half to clear the path for the Carrier. 


Point 4 


After the building at Point 3, roll around the trees and head for the building 
here. This is a slightly smaller, step-shaped building, but don't let its looks 
fool you. It's just as hard to destroy as the other buildings. Roll into it and 
concentrate on the left-hand side. It's the side in the way of the Carrier. 


Point 5 


Immediately after the building at Point 4, you'll find two buildings, a short 
one and, to its right, a taller one. You need only destroy the closer, shorter 
building; don't bother with the other until later. 


Point Б 


This is the final building in the way of the Carrier, a skyscraper with smaller 
buildings on either side. You must destroy the smaller buildings to get to the 


skyscraper in their midst. With this done you're free to backtrack and take 


out the remaining buildings. 

There isn't any hidden stuff or Communication Points on this level, so just 
find the rest of the RDUs and destroy the remaining structures, including the 
little red sculptures marked on the map. 
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Ironstone Mine 


In “Ironstone Mine” double the buildings fall as you employ. Sideswipe, the 
two-fisted vehicle, to destroy rows of buildings with ease. And here to back 
it up is Thunderfist, the rolling robot. Thunderfist is a “hidden” robot on this 
level, but with this strategy guide in hand, nothing is hidden! Pay attention 
to find it and learn how and when to use it. 

You don’t get much practice with Sideswipe in this game, so let’s cover 
some quick basics. First, remember that its hammers do more damage the 
farther they reach. For this reason, remember never to get too close to a 
building. Not only will you just nick the building and do no damage, but you'll 
waste valuable energy cells! 

While we’re on the subject, remember that its energy source is limited; 
every time you fire the hammers it subtracts one from Sideswipe’s energy 
count. So use them wisely. If you run out of energy, you'll be stuck! 

Sideswipe has an awkward turning radius. Although it was designed to go 
between buildings to destroy two at a time, its turning radius sometimes 
makes this difficult. In these instances, improvise. (A situation like this occurs 
later in the level.) 


Point 1 


Be sure you pick up the energy cells before you head off. 


Point 2 


Take these buildings out quickly, because the Carrier starts out very close to 
here. You must be very quick in getting these down, or the level will end 
before it really starts. 
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Points 3, 4 

Here is yet another red herring, laid out so you’d think you had to destroy all 
the buildings. But you only have to destroy the left half of the building. Don’t 
waste your time with the right half! There is another red herring here, in that 
the buildings are placed so close together you can’t pass between them with- 
out a lot of trouble. Don’t waste your time trying to squeeze through. Instead, 
just destroy them one row at a time. This isn’t a Training level; this is for 
real, and in these situations you have to do what works. 


Point 5 


Here you pick up Thunderfist. Make sure you have energy to break away the 
walls that surround him. 


Points 6, 7.8 


Destroy the buildings there. Don’t waste your time with any other buildings 


because they’re not targets. It can get pretty wild when Thunderfist starts 
rolling, but do your best to control it. 


Point 9 


Destroy the towers here, and then proceed on to the last building. 


Point 10 


The final building is huge. Tapping the Roll button repeatedly until the build- 
ing is destroyed is the fastest method here. If all goes well, you should be way 
ahead of the Carrier. Well done! 
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Ebony Coast 


It’s probably been awhile now since you used Ramdozer. In “Ebony Coast” 


you get another chance—but you'll hardly be ramming anything. This level is 
a blast—as in the TNT you must push around. Truthfully, this is a very short 
level you can finish easily using one small trick. 

Note that the Carrier moves faster on this level. It doesn’t really make it 
any harder, but it’s something to keep in mind. 

As for the level trick, you may find it difficult to get Ramdozer onto the 
Train and get going. It may start slipping off and on and all over the place. 
To remedy this, change your control method. During gameplay, press the 
Start button, select More, and then select Control Method. It will ask if you 
want speed on 3D Stick. Select No. Now you don’t have to worry about the 
vehicle accelerating or reversing when you accidentally press the diagonals on 
the Stick. 


Point 1 


Note the location of the Communication Point on the map. Get it after you 
complete the stage. 

You begin on the Train. Quickly accelerate to get to your main objectives. 
When you get there, hop back in your Ramdozer and get to work. Basically 
what you face are three huge buildings surrounded by TNT. Use the dynamite 
to destroy the buildings. Because the buildings are divided into quarters, you’d 
normally need four TNTs to destroy one building. But there’s a trick: Deto- 
nating the TNT on the left face of the building destroys the whole front half, 
instead of only a quarter. 


Point 2 
Drop TNT here to inflict maximum damage to the first building. 
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Point 3 
Here's where you need to drop the TNT on the second building. 


Point 4 


Detonate the TNT at Point 4 for maximum destructive power on the third 
building. 

Remember that all the TNTs are at the first building. For the second build- 
ing, you'll have to go back to Point 2 to grab more TNT. Also, remember not  ' 
to leave any TNT behind at Point 2, because the nuclear truck passes 
through there. You don't want the nuclear bomb to hit the TNT! 

After you destroy the front half of the last building, you'll appear to have 
run out of TNT. You can use the TNT on the right-hand side to finish off the 
second half of the building. Just remember to use it on the left side to take 
out the whole half in one shot. 


Outland Farm 


Frustration: That's what they should have named Backlash. In *Outland 
Farm" you truly begin to see how this vehicle can test your patience. In this 
level you have only four buildings to destroy, yet it’s frustratingly difficult to 
complete this simple task. 

You begin in a dry creek. Don't leave the creek; follow it. It's U-shaped 
and backs around. 


Point 1 


There's a Communication Point here, but ignore it for now. You can come 
back later to pick it up. 


Outland 
Farm 
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Point 2 

Here's the first target building, so ignore all the buildings in between. This is 
the area of trouble, so beware. The buildings here are tightly spaced, so you 
might want to take a few spins to clear out some buildings and give yourself 
room to spin. 


Point 3 


Use the mound here to take out the building at Point 2. Simply drive over 
the mound and ram into the building. That's it. Appreciate it while it lasts, 
because it's one of the few times you get a break with this vehicle. Usually 
it's all timing and luck. 


Point 4 


This is the toughie. It's heavily-reinforced and takes a number of hits to 
destroy. Not only that, the nuclear truck is usually approaching right about 
now. If you're confident in your spinning, go ahead and take it out quickly. 
Otherwise you can try and use the same dirt mound at Point 3, but that's dif- 
ficult because it's so far away. 

If you find yourself positioned so that there's only one section of the 


building left and the truck is approaching, just ram head-on into it and keep 


ramming until it's destroyed. If the truck is approaching, you don't have 
room to spin, and you'll probably spin into the nuclear truck! But only use 
this head-on ram technique when you have to, because it's very slow. 


Point 5 


This one’s a little tricky, as well. When you spin into the building, approach it 
from the right, not the left. There's grass all along the left side of this build- 
ing. We all know grass slows you down atrociously, and when Backlash is 
going this slow it can't slide at all, rendering it totally useless (as opposed to 
its usual level of uselessness). So stay on the right-hand side. 


This building should be по problem. You have а lot of room and the nuclear 
truck should still be a good way off. 

Don't give up if you have a hard time with the level at first. It takes many 
tries to get this one down. 


Point 7 


Follow this bridge to get the second Communication Point that lies beyond. 


Shuttle Gully 


“Shuttle Gully” is the first main level for Skyfall, and it's a very good training 
level for it. In fact this level is a better trainer than the training level is, 
because the training level didn't show you Skyfall’s most useful applications. 
In the training level, you used the little ditch at the edge of the cliff to vault 
off the cliff and on top of the buildings. This destroyed them. This is fine for 
training, but this isn't a training level! That Carrier is about to explode and 
you don't have time to practice. This means you must optimize, and you'll 
learn how here. 

In the main levels, you'll mostly use the little dirt piles or “speed bumps” 
to launch you onto buildings. Just drive up to the pile and hit the turbos just 
before you reach it to launch into the air. This is faster than driving all the 
way up the cliff and turning around; instead you just position yourself next to 
the building. It's also much more precise, because you can see your target 
much better. From the top of the cliff you often can't see the building until 


you actually launch. This makes for a lot of guesswork and imperfection. Use 


those dirt piles! 
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Shuttle 
Gully 


The first target. Use the dirt pile to the right of the building, even though 
there are two more to the left. This one ensures complete destruction of 
the building. 


Point 2 
Use that tiny pile to destroy the tiny building. 


Point 3 


Use the “speed bump" running along the right side of the building to destroy 
the next target. It's hard to destroy this building in one hit. 


Points 4, 5, Б 


You can use the same little dirt pile to destroy them all. Note that if you fail 
to destroy a building in one hit, it's much faster to reverse than to turn 
around with Skyfall. If you need to have at it again with a particular building, 
back up over the dirt pile and launch again, but don't turn around. 


Point 7 


This a Communication Point. Don't bother going down into the creek to get 
it; it only costs you time. Instead, simply drive over the bridge and the game 
will give it to you. 


Points 8, 8, 11 


You have no dirt piles, so use the cliff. It's much faster to drive up the cliff 


face and launch from the top than to drive into the ditch and launch from 
the ditch. 
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Use that dirt pile to destroy that building! 


Points 12, 13 


These have no nearby dirt piles, but you should have plenty of time by now 
to use the cliffs. Take them out! 

The lesson learned here is that the training levels are very limited and you 
should always look for ways to cheat the system and get better performance 
out of those vehicles. That’s the best way to succeed! 


Walkthrough 


Thunderfist 


Now you're introduced to Thunderfist. Like J-Bomb, this vehicle is actually a 
giant robot; unlike J-Bomb, however, this one can't fly. Actually, its attack 
method is quite the opposite. Thunderfist attacks by rolling into structures like 
a cannonball. When it hits a structure, it leaps into the air and uppercuts, in 
case there are any upper floors to the building. This attack is actually just as 
powerful as J-Bomb's, but the attack is a little more awkward. Once Thun- 
derfist starts rolling, it continues in that direction for several seconds before 
standing up again, so if you miss, you lose time waiting for him to stand back 
up. With practice, though, your misses will become fewer. 

Not all structures require that you roll into them to destroy them. You can 
demolish a lot of smaller, single-story structures simply by stepping on them 
or walking into them. Thunderfist is quite large, and smaller structures don't 
stand a chance under the step of this behemoth. Such structures in this level 
include the trailer boxes and crates. Other structures include the smaller 
houses you'll find throughout the game, and, naturally, the fences and walls 
surrounding various buildings. 

This level is straightforward and simple. All you have to so is destroy all 
the structures within the three-minute time limit. When the level begins, you 
get a lower viewing angle, allowing you to see most of the structures you 
need to destroy without having to hunt them down. As you start moving, the 
viewing angle pans up to the normal view. 


e Start by destroying the first pile of trailer boxes, making sure none 
slip by. Backtracking, even slightly, to crush one you missed costs valu- 
able time. 
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Next, turn left and destroy the building to the immediate left of the 
trailer boxes. Rolling into the middle of the side of the building destroys 
it in one attack; otherwise, you may only destroy half and must circle 
back to hit it again. 


Quickly destroy the three or so crates lying in the way by rolling into 
them or walking. Rolling into them will take them out in one hit, but if 
you miss any you'll waste a lot of time turning around for another run. 
It might be faster to just walk into them, so you can aim a little better 
and ensure their destruction. 


After destroying the crates, head up the hill to the upper right and take 
out the castle. The castle walls will be no match for your rolling attack. 
After those walls tumble, take out the four crates around the castle as 
you did before —that is, if you didn’t take them out when you took out 
the castle. 


Now move down off the hill to the right and take out the last pile of 
trailer boxes. As before, make sure you take them all out in the first 
attack, or you'll have to circle around and come at them again to finish, 
wasting more precious time. 


You have three minutes to complete the level, which is more than enough 
time. However, you must accomplish it in under 30 seconds to get the gold. 
If you practice foregoing the path of destruction, 30 seconds should be a 
minor challenge. 


Morgan Hall 


“Morgan Hall” is the second Backlash-exclusive level, and another headache. 


Honestly, this level is harder than a lot of the hard bonus levels, but it’s a 
good level to get used to Backlash in. Its placement here is advantageous in 
that you gain more practice for later in the game. 
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Walkthrough 


There's good news and bad news when it comes to this level. The good 


news is that you don't have to concentrate on sliding into buildings as you 
normally would; the bad news, however, is that you're using bombs to blow 
up the buildings, and because of that, you have a really short time limit to 
complete the course in. The objectives are fairly simple: Destroy all the build- 
ings within the minute and 50 second time limit. This sounds reasonable, but 
you'll find it's actually rather hard to do, and do well. 

Again, use your sliding attack as little as possible. Instead, push the vari- 
ous bombs into the buildings next to them to take each out quickly. Unfortu- 
nately, the town is set up in an almost maze-like pattern, and several patches 
of grass and swamp will slow you. 


* You start off facing a bomb, with another bomb on the right side of 
your vehicle. Turn very slightly to the right, and then drive straight 
to push the bomb in front of you in to the building behind it. If you 
were lucky, your tail end will have pushed the bomb on your right 
into the building next to it, thus destroying two buildings in one move. 
If your tail end didn't hit the bomb, back up into it and push it into 
the building. 


Next, turn and head slightly north. You'll see a building on your upper 
right that has a bomb near one of its corners and one in front of it. 
Push the bomb on its corner into the building to take it out, and then 
drive up past the bomb that was in front of it, taking care not to hit the 
bomb. Leave this bomb here for a second; you'll use it shortly. 


Drive north a little bit and you'll see a house with two bombs near it. 
Push either of these bombs into the building to take it out. Now turn 
and loop back to the bomb you left behind. 


e When you reach the bomb you left behind, push it down toward the 
lower-left corner of your screen. As you come to the dirt road, you 
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should see a small, dark-brown shack just below a larger house in front 
of some trees. Push the bomb into that shack. 


Follow the dirt road south until you come to a building on the left just below 
the trees. At the end of the building is a hard-to-see small shack. Ram it to 
take it out. 


е Immediately south of that shack is a bomb. Push it south into the L- 
shaped barn to destroy it. 


Continue south and loop back around to the left into the dirt area 
where the barn was. You'll see two bombs—one in the dirt area where 
the barn was, and one farther north in the dirt road. Push the northern 
bomb up and into the large building it sits in front of. If you've 
destroyed the right building, there should still be a small shack remain- 
ing. Ram into it until it explodes. 


After destroying the shack, make a sharp U-turn to the left and ram 
into and destroy the dark-brown shack south of you and to the left of 
where the barn was. 


Continue through the turn and drive across the dirt lot where the barn 
was and head straight to the left. You should see a bomb sitting in front 
of a house. Push the bomb into the house, turn north, and follow the 
dirt road up. 


You can save yourself some time here. As you drive up the dirt road, 
you'll come to a house on the corner where the left turn is. The house 
is above where the first dark-brown shack was. Don't destroy this 
house. Instead, turn down the road to the left and drive past it. Immedi- 
ately to the left and on the same side of the road as the house is a 
metal warehouse building with a bomb sitting just above it. Push the 
bomb into the warehouse. Doing so explodes the warehouse, and the 
house you passed, as well. 
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* Immediately to the upper-right of the warehouse is another house with 


a bomb sitting just below it. Push this bomb into the house above it and 
it should destroy that house and the one below, as well. Continue dri- 
ving along the road to the left until it turns south again. 


Turn south onto the dirt road and pass up the three or four trees you 
see until you come to a house. Drive past it a little way and notice the 
bomb sitting in front of it. Turn toward the house and push the bomb 
into the right side of the house, close to the shed. If all goes well, you'll 
have destroyed the shed and the house with one bomb. 


Pheu! If this sounds like a lot, don’t despair. It is! As I said, this is one of 
the harder levels to complete, let alone do well in. You have one minute and 
50 seconds to complete the course, but to get the gold you must complete it 
in a minute and 10 seconds. 


Corvine Bluff 


As with many other bonus levels, “Corvine Bluff” consists of a race against 
the clock. Also like the others, you must pick the right vehicle for the job. 
The vehicle of choice here would have to be the Red Sports Car: It has the 
best traction, and really good speed, as well. 

The first thing you'll notice here is that half the race is uphill, and half 
downhill. Naturally, when you climb a hill, you lose speed. If that weren’t 


enough, the moguls and ditches littering the track slow you, as well. Because 
you're already moving slower on half the track, you must plot a path through 
the ditches and moguls so they don’t slow you even more. The best path 
here, believe it or not, is in the ditches. For the most part, they’re all con- 
nected, with little spaces between. Staying in the ditches smoothes the ride a 
bit, and allows your vehicle to gain more speed along the track. 
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Also notice that one side of the track—the downhill side—has no fence 
along the outer side. This means that when you take the turn at the top of 
the hill to head down to the finish line, you have a good chance of sliding out 
and off the track, and tumble down the hillside and out of any chance of a 
Gold Medal. Try and hit your tail into the little outcropping of rock at the top 
of the turn so your car bounces off the wall straight down the slope with a 
slight burst of speed. This won't improve your time by much, but it keeps you 
from slide off the hill. 

Practice until you get the Gold Medal, which requires that you complete 
the race in under 55 seconds. Just remember the ditches and to avoid the 
outside edge of the track and you should be all right. Once you have your 
Gold Medal, head back in to pick up the Communication Point. From the 
starting line, drive into the river and follow it up until you pass under a flood- 
gate. Turn north up onto the river bank to find the Communication Point. 


Bison Ridge 

Are you ready for a wild ride? If so, you've come to the right place. "Bison 
Ridge" is one of the wildest. This level resembles “Corvine Bluff," with its | >? 
hills and bumps and jumps. These levels аге а lot of fun because, unlike more 7 ФИ » 
conventional races, they take the race to another dimension —height. They ; 22 ? 
break the rules and shift planes, creating something more appealing visually — . Loop = 
and a lot more exciting to do. Complete the four laps here in under two 7) 
minutes to avoid failure, and do it under one minute 20 seconds for the 
coveted gold! 

First, of course, comes vehicle selection. As usual, you're dreaming if you 
pick Backlash. Skyfall and Ramdozer are also out. Achieving gold with the 
White Sports Car is nearly impossible due to its lousy traction. Your only 
plausible choices are the Van and the Red Sports Car, with the latter being 
the easiest. This is because there's an off-road shortcut and the Red Sports 
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Car loses no speed off-road. The Van is OK: although it loses speed, its great 
weight allows it to carry momentum through the grass for a while before 
slowing. 


* At the starting line, observe the steep hill to your right. When you start, 
you immediately turn right down the hill. Bumpy ride, huh? The 
smoothest path is to take the outside lane, but this is only slightly 
smoother. Still, it helps to know this. Eventually you come to a dip. It's 
important that you take the dip straight through so your car doesn't 
spin and waver in the sky. You need to make a smooth landing for the 
sharp curve ahead. 


While you're in the air, steer fully to the right. You'll land facing into the 
grass. This is the aforementioned shortcut: Go straight through the 
grass and to come out on the other side of the track. Drive up the track 
to another dip. Again, make sure you hit this dip straight on to run 
right through it like it's nothing. Continue to the finish line. If you do 
everything correctly you should achieve 18- to 19-second laps. 


If you use the Red Sports Car, remember to use Red Sports Car tactics: 
Make good use of the analog control stick and the accelerator! Go easy on 
the analog stick during turns. Just nudging the stick gives you enough perfor- 
mance to make it through a turn and minimize skidding. This is especially 
important when you enter and exit the shortcut. Use the accelerator wisely, 
as well! You can safely release the accelerator for a short time without losing 
speed. You must time this so you can use it to minimize skidding. Key points 
are at the entrance and exit of the shortcut. When you're at the first dip and 
take off into the air, there's not point in accelerating — you're in the air! 
Release the accelerator for a smoother landing without skidding. 

As long as you can keep the Red Sports Car under control you should 
have no trouble getting the gold. Have fun going wild in this level! 
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Just what is that little four-wheeler ATV capable of? I’m sure you've won- 


dered. It's small and compact, so it would make sense if it were fast, had 


good, tight handling, and was a joy to control. Well, although it's capable of 
some serious destruction, it isn't the fast, easy-to-handle vehicle it appears to 
be. Learn its strengths and weaknesses before you hop in and drive off. Sky- 
fall isn't a wild ride; it's a precision tool. This means take your time and place 
yourself correctly before making carefully timed blasts. This bonus level will 
familiarize you with it correct use. 

Skyfall isn't fast. It does have a good turning radius, but it doesn't handle 
well. The main problem though, is its tires. They're just too bouncy. Any 
time your vehicle's plane isn't parallel to the ground, the vehicle bounces until 
it is. This not only slows you incredibly, but it prevents you from turning! It's 
almost impossible to prevent this, so learn to deal with it. Take your time and 
make sure you have the proper angle before you turbo off. Make every blast 
count. Otherwise you'll bounce around and destroy nothing. 

Skyfall's special ability is its turbo booster. Use it in conjunction with 
ramps to launch Skyfall into the air, allowing its heavily armored underside to 
crash down on buildings to destroy them. This is the only plausible form of 
attack for Skyfall. You must come from above. There are some techniques 
and tricks for getting around this, but you should know what you're dealing 
with before you start. 

In this level you must destroy four oils drums in under a minute. To 
achieve the gold you must complete this task in 10 seconds or less! 

Here's the level's layout: Four large oil drums are lined up in a deep 
chasm. If you drive up the chasm to the edge of either cliff you find a small 
ditch runs along the cliff edge. This is where you’re supposed to turbo over 
to land on the buildings below. Although this technique is good enough for a 
Bronze Medal here, real winners don’t use it. The game is somewhat forgiv- 
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ing when it comes to "crashing down from above," and in some circum- 
stances you can even turbo right into a building and destroy it with little or no 
hang time. There are two ways to capitalize on this. 

First, you can just turbo down a hill into a building and destroy it. Yes, 
you can skip turboing over the ditch at the top of the cliff for trajectory; it's 
not necessary. Just roll slowly downhill until you have the proper angle and 
then turbo down. The computer will think you're in the air and will give you 
the destructive power anyway, even though you never left the ground. This is 
much faster and much more precise than careening off of the cliff. 

The second method derives from the first, but it's much more powerful. If 
you position your vehicle so half is on the road and half is on the cliff face 
(that is, the left wheels are on the road and the right wheels are on the cliff 
face) and you turbo into some buildings, you'll plow right through them. But 
look out! This method is very destructive! It can be difficult at first, so I sug- 
gest trying to destroy one or two buildings at a time using this method until 
you get the hang of it. However, to get the gold on this level you should be 
able to get two at once consistently. 


* You begin atop the cliff, so use the first method. Roll slowly down the 


hill until you're aiming between two buildings, and then turbo down. 
You should destroy both at once. 


* Execute the second method while you're down there to destroy the two 
remaining buildings. 


If you do this correctly you should finish in six to eight seconds, easily 
good enough for gold. 
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Main Levels: 
Section Three 


Glory Crossing 


Welcome to another exciting, frustrating level with your favorite vehicle, 
Backlash. The level may seem easy, seeing as how you need only destroy five 
small buildings to fully clear the path for the Carrier. But, as you'll see, the 
lack of maneuvering room and the brief time you have before the Carrier hits 
any of the targets makes it one of the game's harder levels. 


Point 1 


Drive forward and across the bridge to get to the area marked Point 1 on the 
map. This area is a little tough to maneuver through correctly. It's filled with 
potholes and grassy areas that slow Backlash tremendously. When the dirt 
path forks right and left, head left. There's less grass, no buildings in your 
way, and all you have to deal with is a large ditch. If you approach the ditch 
from its right-hand end, usually you can skate past it while partially driving on 
the grass. Afterward, head for the first target. 


Point 2 


This is the first building you must destroy, and you must do it quickly: The 
Carrier is only seconds from hitting it by the time you get there. You can slide 
into it as you approach it if you can manage to get a slide off in time. Or cir- 
cle to the front of the house, where a small parking lot can give you the speed 
you need for a slide. Just remember that you'll slow down in the grass. 
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Here is the second structure you must destroy. Approach it from the side 
nearest the first target. After destroying the first target, build up speed and 
slide into the side of this building. If you miss, you can circle around to the 
front of this house and use the small driveway to start a second slide and fin- 
ish the building off. 


Point 4 


After the second house, continue up the road to the third target. This is 
extremely hard to hit, because you have only the road you're on to get any 
kind of a slide. As you approach, turn slightly left, and then slam hard right 
and press the R button to get the slide going. If you do it right, vou'll crash 
through the fence just below the house, and follow through into the house to 
demolish it. If you don't hit it, or you miss any of it, you can turn around up 
ahead and circle back down to take it out. 


Point 5 


After you finish off the house at Point 4, continue up the road to a left turn; 
turn and head for Point 5. Here you find a small shack on the left side of the 
road. Use the parking lot in front of Point 6 to maneuver around and slide 
into the building. It may take several tries but once you get the slide going, 
the building should crumble. 


Point & 


Across the street from Point 5 is your final target. After destroying the house 
at Point 5, you have a little more room to play with. Drive down the street a 
little, and then turn around and head for the building. As you approach, turn 
yy toward the building, and then turn hard away from it as you hit the slide but- 
ton. Do this correctly, and you should be able take out the building in one 
strike, clear the path, and explore a little before the Carrier arrives. 


Point 7 


Left of the last target a ramp leads underground. Clear the path and head 
down the ramp. You pass under the mountain and arrive in a small cove, 
where you find another lost scientist. He tells you the usual story about how 
he and his partners can save the world because only they can control the 
missile's explosion. He also tells you where to find the next scientist. 


Ember Hamlet 


Does "Ember Hamlet" look familiar? It should. This is the same map as 
"Simian Acres," with minor modifications. There's no Train here, and so no 
loading bay. There's also an extra house in the way near Point 4. Other than 
that it's the same level, right? Not quite. This time you get Ballista cycle. Nor- 
mally that wouldn't be too hard, but the ammo in this level isn’t all that plen- 
tiful, so you must make every shot count. Of course, you can also pick up the 
Cyclone Suit and tumble through the structures. 


Point 1 


When you begin, take Ballista and destroy the red barn here on the map. 
Pull Ballista into the lot where the barn was; exit the vehicle. You find the 
Cyclone Suit in the debris. Hop in and prepare to do some acrobatics. 


Points 2,3 


Now we can begin the level with a slightly more useful vehicle. Though a 

robot, the Cyclone Suit isn't all that powerful, and its attack takes awhile to 
hit and finish. However, it's still better than Ballista, and requires no ammo. 
It's the vehicle of choice for this level. For the first two targets, line yourself 


up with the two buildings at points 2 and 3. Back up a little, and then walk 
forward and roll toward the buildings. If you're too close to the buildings 
when you roll, you'll stop dead against the wall. You must give yourself 
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enough distance for the attack to fully come out. It takes a little getting used 
to, but you should get the hang of it pretty quickly. With one or two well- 
placed rolls, the first two targets should be out of the way in no time. 


Point 4 


It takes two rolls to take out this building (the L-shaped barn— one roll to 
take out the half in line with the previous two structures, another to take out 
the remaining half. The Cyclone Suit remains in attack mode for several sec- 
onds once you initiate it, and you can't steer well when you're rolling. So 
when you roll to take out the first part of the L-shaped barn, you'll roll 
through and beyond it, and then must loop back around to demolish the 
remaining half. 


Point 5 


This structure is similar to those in the beginning of the level and should be 
easy to destroy in one roll. Come at the building from the left and roll 
through to the right. If need be, you can loop back around and take another 
run at it. 


Point & 


After you destroy the school at Point 5, walk across the swamp and roll 
through the building here. It's a small building and may take only one roll, but 
it probably will take two. Don't worry about losing speed in the swamp. Ter- 
rain doesn't affect the Cyclone Suit much. 


Points 7, 8 


Now for the last two targets. If you line yourself up right, you can partially 
demolish the house at Point 7 and fully demolish the red barn at Point 8. 
Give yourself the proper distance, possibly by backing down the road to the 


left of the house at Point 7, and then running forward and rolling through the 
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remaining structures. Afterward, you'll more than likely have to double back 


and finish up the remaining half of the house at Point 7, and that should fully 
clear the path for the Carrier to pass through! 


fingel City 
The game designers know just how badly Backlash controls, so they included 
plenty of hard Backlash levels later on in the game just to make it a little 
more difficult. This is one of the harder levels, as it requires mastery of Back- 
lash and its sliding attack. Unfortunately, you're stuck with it: There are no 
other vehicles to choose from. 


Point 1 


After rising out of the canal, drive down the street and head for the first tar- 
get in the path of the Carrier— this little gas station. Approach from the left, 
and cut right when you get near and hit the Slide button. Take the whole 
building out in one slide or you'll have to restart, and you need that time for 
later targets. It's possible to destroy it in one slide, so practice a little before 
attempting the level. 


Point 2 


Destroy the second target as you did the first, by driving up the street on the 
left, cutting in to the right, and sliding into the building. This building, like the 
first, must be taken out in one slide, or you won't have enough time later for 
the mistakes you'll make (inevitably, due to the imprecise control of Backlash). 


Point 3 

This is the last building on this block you need to demolish, and like the other 
two, you must do so in one slide. The time you take to make another run on 
it will be too costly and will hinder you later. 
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This is the first in a long line of buildings you must destroy. You can crush 
this building in one run but it takes precision on your part. This row of build- 
ings is why you had to destroy your earlier targets in one slide. Here you're 
bound to make judgment mistakes, and these will cost you time. 


Points 5, 6, 7 


You'll notice as you demolish the building at Point 4, that there is a small 
mogul just past it, at Point 5 on the map. Circle around to the parking lot 
across the street, and then head toward the mogul on the right side. As you 
get near, cut to the left and hit the slide button. If you do it correctly, your tail 
end should slide over the mogul, causing you to hop a little into the air, and 
crash through the buildings at points 6 and 7. Try to take out as much of the 
buildings as possible; then circle back around and finish them off with more 
sliding attacks. 


Point 8, 9, 10 


This building isn't all that strong but it's best to attack it from the north side 
using the mogul at Point 9. A solid slide off the mogul lets you take out the 
building in one run. If not, use additional slide attacks to finish it off. Now 
turn and head for the building at Point 10. Approach it from the normal, 
southern side, using the mogul as a jump for your sliding attack as before. 
This building should crumble in one solid aerial slide, as well. 


Point 11 


Though this building is tucked behind some trees, there's still enough room to 
fit a slide attack in there from the lower side. Come in at it at an angle from 
the street, and then slide as you draw closer to the trees. This building may 
take one or two runs to demolish completely. 
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This is it, this level's final structure. The best way to attack it is to drive up 


the street toward it, and then cut right and slide into the buildings. You must 
destroy two buildings, and it will take several slides to fully clear them. If you 
get down to just a few piles of debris, simply ram them; it will take less time 
than circling around to come at it with a slide. 


Oyster Harbor 


If you're looking for a puzzle, look no further. “Oyster Harbor” is without a 
doubt the biggest, baddest, toughest puzzle in the game. 

First of all, the good news: No Backlash! In fact, you get to use your 
good pal, Ramdozer. However, you must show that you can use him, and 
use him well! This level is unforgiving in every aspect. The design times 
things precisely so that as you finish with a good time, the “Danger!” 
warning appears! That's how close it is. So be ready before you embark 
on this great adventure. 


Point 1 


You begin with Ballista. There's no point to having Ballista on this level. It's a 
red herring. Leave the vehicle, and head to Point 2. 


Point 2 


Ramdozer waits here. Hop in and continue toward Point 3. 


Point 3 
Destroy all the buildings here on the map. 


Point 4 


When you reach Point 4, exit the vehicle. 
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Enter the Crane and drop the Crane near the TNT. Exit the Crane and enter 
Ramdozer again, so you can push the TNT onto the Crane. Now go back 
into the Crane and drop the TNT precisely on the middle the ice bridge. 


Point & 


Drop it precisely on the center or you won't blow up the entire bridge at 
once. 


Point 7 


Destroy the building here and drop the first diagonal block in the hole at 
Point 7. 


Point 8 


Push the two diagonal blocks to the two remaining diagonal holes at 
Point 12. 


Point 8 
Destroy the building here, and move to Point 10. 


Point 10, 12 


Destroy the building here. Behind it is another square block. Fill the remain- 
ing holes at Point 12. 


Point 11 


You need not destroy this building fully, so keep your eye on the targeting 
arrow. 
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Point 13, 17 


Pilot the boat all the way to the right and exit the boat. Now drive to the 
bridge at Point 17. 


Point 14 
Pilot the boat all the way to the right. Exit the boat and reenter your 


Ramdozer. 


Point 15, 16 


Pilot the boat all the way to Point 16 and use the Ramdozer to push the TNT 17 
onto the boat. Reboard the boat and pilot it all the way back to the right. | 


Point 18 


Push the TNT to this point and destroy the building there. 
If you performed this correctly you should be getting the "Danger!" warn- 


ing right about now. Good job! You've overcome Blast Corps’ biggest and 
best puzzle. Pat yourself on the back. Don't be discouraged if you can't get it 


on the first try. It may take several times to get the timing down. Just don't 
give up, and you'll see it through eventually. Just remember that it always 


comes down to the wire, even if vou do everything right! 


Are you ready for a real challenge? “Diamond Sands" won't disappoint you. 


It's probably the hardest main level in the game. It will take great skill, superb 


planning, and a stroke of luck to get through this one. You must move very 
fast and be very precise to even come close. And on top of it all, guess which 


vehicle you must use? That's right — Backlash. 
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Here’s the level’s layout: Railroad tracks stretch all the way across the 


level. Along these tracks lie numerous buildings, built so they cover both sides 
of the tracks. To access each side, you must use the numerous tunnels near 
the tracks. 

You must follow a specific pattern to work efficiently and not run out of 
time. The truck starts out pretty close, and you must shave time whenever 
possible. Remember, do everything as quickly as possible. 


Point 1 


Immediately destroy the leftmost half of the buildings. The quickest way to 
destroy them is to drive parallel to them and fishtail—slide your tail end back 
and forth as you drive. This is a very difficult maneuver to pull off; if you 
can t, just slide in circles. Just remember that if you stop at all it will cost you 
a lot of time. Try to stay on the move at all times. The buildings go down 
quickly. Sometimes you can take out three or four sections in one spin. This 
is expected! If you don’t perform this well, you won't make it. Shoot for this 
level of performance. 

Destroy the whole left side. If you're doing well, the arrow should still be 
green when you finish. Take the nearest tunnel to the other side and quickly 
destroy the right-hand side of the buildings. The truck will approach soon so 
get to it! As soon as you finish those off, immediately head for the next build- 
ings. Don't enter the tunnel, but stay on the side you're on. Entering the tun- 
nel will only waste time. Destroy the right-hand side of the second set of 
buildings. When vou finish, take the nearest tunnel to the left side. 


Point 2 


Take these out immediately to make room to hit the main buildings. Do this 
quickly: The Carrier is closing. As soon as vou take these out proceed to the 
next building. 
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Above, there is only one more gray building and a huge white building. Don't 
let the new building fool you, though. The same strategy still applies. Destroy 
one-half at a time. You must use TNT to destroy the white building, but 
there's plenty nearby. Just be quick! 

Don't be surprised if this level takes a lot of practice to master. Just follow 
these strategies and cross your fingers! 


You now embark on "Obsidian Mile," another one of the very few levels in 
which you use the Cyclone Suit. It's unfortunate that a vehicle with such 
destructive power and speed has so few levels and a vehicle like the Back- 
lash, with no control and a weak attack mechanism, dominates the board. 
Perhaps Blast Corps 2 will provide us with a better balance. 

As you know, when the Cyclone Suit performs a roll and hits a building, 
he performs a series of flips that cause further destruction. Remember, as 
with all robots, pressing the A button activates his attack mechanism, not 
acceleration! Don't forget or you could end up rolling off into nowhere! 

Use the strengths of this robot well. He walks very fast and his attack 
does considerable damage. This can be good or bad depending on your skill. 
If you're unaccustomed to his speed, you could end up having a hard time sit- 
uating yourself quickly in the correct position. Also, remember that if Cyclone 
Suit rolls and hits a building, it does another series of flips. Not having prior 
knowledge of this can be a tremendous waste. In fact, this series of flips is 
the centerpiece of his strategy. If you face a series of lined-up buildings, you 
can take them all out in one shot. Make sure you're in a position to flip in 
one direction before you roll, because it's hard to change direction once you 
begin. Then walk forward, roll away, and watch the Cyclone Suit mow every- 
thing down! 


‘ie wth. lM”. 72 | 
Blast Corps Unauthorized Game Secrets 
id iru IT! Wy СТУ, у 
TT 7 нерсе” ЖА 
7: » *, P Cd 

Жа? ” саат 7% p t : 


Obsidian 
Mile 


х. bue ` 
* ( 
IN ЕЕ с. 


Walkthrough 


қ У xi ^ 
: NWS Хх ES c" У 
NI SLT ee 
К. ROA t у 
NEN Ге T vui A 


These things can backfire in the wrong hands, however. For example, if 
you don't roll in the direction of many buildings, Cyclone Suit will perform its 
second series of flips for nothing. Cyclone Suit always performs a second 
series of flips if he hits a building, no matter what. If you roll into just one 
building and one building only, you'll flip all over the place for nothing—an 
extreme waste of his talent. 

Look out for wide buildings. Sometimes Cyclone Suit can't destroy a wide 
building in one shot. He may crush the middle of the building while the sides 
remain standing. Of course, by now Cyclone Suit is flipping everywhere and 
you're trying to make him stop, but it's no use. Make sure that when you 
attack a building you approach it from its narrow end, not its wide end. 

This way you can tear through the whole building all at once and not waste 
any time. 


Point 1 


Start here, and simply roll through all the buildings in a straight line. That's 
all there is to it! 

The foregoing strategies are all you need to complete Obsidian Mile. 
Keep these things in mind and you should complete this level in no time, and 
have fun with one great machine. 


Crystal Rift 


Welcome to "Crystal Rift," the next Skyfall level. At first it looks slightly dif- 
ferent than previous levels, but thorough investigation reveals the differences 
are only cosmetic. It may take a few tries to get used to your surroundings, 
but all in all you should be okay. The level is laid out as the previous levels, 
and you have the same tools to work with. Just keep in mind the previous 
Skyfall strategies as you progress through “Crystal Rift.” That should be 
enough to get you going and you'll pass the level in no time. 


= 


4 
1 
W 
4А 
UT 
$ 
/ 
{2 
, 
j 


E 


ER 
Walkthrough 


For instance, remember the dirt piles that helped you nail those buildings 
quickly in earlier Skyfall levels? Here they're craters, and they're just as 
important as the dirt piles were. Use them exactly as you did the dirt piles. 
Situate yourself near a crater, and when you establish the correct trajectory, 
turbo through! It will have the same effect the dirt piles did. This is not only 
faster (you don't have to climb up that cliff face), but it's more precise. From 
the cliff face you can't see your target below. Change the viewing angle all 
you want: You can't see it. If you use the craters, you're closer to the build- 
ings and get a better view. Use this opportunity to make each shot count! 


Point 1 


You begin the level from high up on a Train. There's a Communication Point 
here. You could get it right now by simply exiting the Train, but you don't 
have time; wait until after the threat of the nuclear bomb has passed. Now 
take the Train all the way across. When you come to a stop, exit the Train 
and step aboard Skyfall. 


Point 2 


Don't miss the shortcut! As soon as you take off with Skyfall you'll see it. At 
the fork in the road, take the inside lane down to the action. As you head 
down the path you come to a ditch. Turbo through, but make sure you turbo 
before you even enter the ditch. If you time this correctly, you'll sail over the 
entire mountain and land right at the scene. If you mess up, you'll bobble 
along down the side of the mountain, wasting time. If this happens you might 
as well start the level over. 


Point 3 


Now use the craters to destroy the buildings as described. Be careful not to 
cross paths with the Carrier (and you have many opportunities to on this 
level). Using these strategies you should complete the level easily. 
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Point 4 


Note the second Communication Point. Drive up the cliff face to Point 4, 
and continue until you see a bridge. Take the bridge all the way to the other 
side, and you'll find the Communication Point there. 

Don't forget to pick up all the level's RDUs. There are a lot here! 


Shuttle Clear 


Well, you've made it past all the hard main levels. But wait. What's this? 
Another level? That's right, after the hard levels, there's a hidden level you 
must complete. Hey, that's what it means to be a dedicated Blast Corps 
member! 

In this level you must clear a landing spot for the Space Shuttle. If you 
pause the game, you can see the Space Shuttle moving in. Note that you 
can't scroll the level during a pause, as you can on other levels. This makes it 
more challenging. 

And note, too, that the announcer warns you of the approach in terms of 
the Space Shuttle’s altitude. Keep this in mind as you progress. Should you 
hear the "Final Landing" warning, you d better be destroying the last build- 
ing, or you re through! 

There are two approaches to this level. First, the hard way: 


Point 1 


There's a square lot here with numerous buildings. Use Backlash's slide to 
demolish everything, and then use the dirt piles in the middle to finish off the 
reinforced buildings. 


Point 2 


Here you find a large oil drum and a large building. Do your best to take 
them out quickly! 
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Point 3 


You find a donut shop, four oil drums, and a gas plant. Destroy them all 
quickly and move on to Point 4. 


Point 4 


Use the TNT to destroy this building, revealing a hidden Thunderfist. Transfer 
vehicles and head over to Point 5. 


Point 5 


Use Thunderfist to destroy the series of huge buildings. These buildings run 
very deep and very wide, so you must double back a lot to get the entire 
building. Remember that there are two of them! 


Point G 


Here there are two even larger buildings. Use the foregoing tactic, but be 
quick. The shuttle lands soon! 
Now the easy approach: 


Point 4 


Use TNT to destroy this building first, so you can get Thunderfist right away. 
Go back to Points 1, 2, and 3 and finish off those buildings! 


Point 5 
Finish these buildings as described. 


Point Б 


Destroy these buildings that same way, and you’re through! 

Obviously, I recommend the easy approach, although the tools are here 
to complete it the hard way. This is a bonus level, so there’s no harm in chal- 
lenging yourself! Good luck! 
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Bonus Levels: 
Section Three 


Skerries 


"Skerries" is another racing-type bonus area. You'll race over water, across 
two bridges, and through sand and grass. Four laps under three minutes 
grants you victory, and four laps under two minutes is good for the gold. It's 
tough at first to find the two little “optimizations” in the level, but you can 
conquer them after a few tries. 

First, select your vehicle, preferably a fast one. This rules out Ramdozer, 
Skyfall, Backlash, and Ballista. They simply don't have the speed. The Police 
Car has speed, but its acceleration isn't good enough to make it a contender. 
Although you may want to experiment with these vehicles someday for fun, 
we're interested in getting the Gold Medal right now. The only vehicles worth 
going for the gold with are the Van, the Red Sports Car, and the White 
Sports Car. All three are capable of getting the gold, but each has its own 
problems in the level. 

The Van is a good vehicle to start out with. Its traction is perfect, which 
is good because the entire track is dirt. Dirt tracks are very slippery, so if 
you use anything but the Van you have one more thing to worry about. Its 
speed is very good, as well; good enough that you can pull off a gold with 
few problems. Basically, if you just want to get the gold and get out of here, 
pick the Van. 

The Red Sports Car is a strange but wise choice, nonetheless. Its speed 
isn't very good, but it's all-terrain traction compensates for this. Grass and 
the like don't affect its speed, so the Red Sports Car can cut corners and 
drive far inside each turn by driving through the grass that surrounds the 
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inside shoulder. Using this method you can actually pull laps equal to the 
speedier Van! 

Perhaps the best choice is the White Sports Car, which is the fastest — 
and it shows on this track. However, you must compensate for its lousy 
traction. 


* The start/finish line is located before the first bridge. As soon as you 
cross the first bridge you come to a small fork. If you're using the White 
Car, take the left route over the ditch. This slows you enough and puts 
you in a good position for the next right turn. If you use any other vehi- 
cle, take the right-hand path. 


* Now you should be entering the first right turn. If you're using the Van, 
drive right on through. If you're using the Red Car, cut through the 
grass to shave off some time. If you're using the White Car, prepare to 
slide. . . . Because you took the alternate route at the fork, the slide 
should be less, but you'll still slide. The trick is to slide so you miss or 
barely graze the trees on the outside shoulder with the rear of your 
vehicle. Keep your vehicle pointing toward the road ahead, because if 
you do hit the trees you'll bounce forward. Doing this ensures your car 
bounces into the road ahead, which is okay. 


* Next comes the second bridge. Make sure you follow the road to the 
bridge or you'll hit the edge of the bridge opening and bounce back. 
That really slows you. As you come out of the bridge, the road opens 
into two lanes. Choose the inner lane nearest the cliff and watch the 
ground carefully. Soon you'll see a patch of grass that's a shade lighter 
in color than the rest of the grass. Drive straight through that patch and 
through the cliff wall. You've found the shortcut. When you come out 
you'll be at the finish line. This should be enough to get you the gold 
without a problem. 


` 


Glander's Ranch 


“Glander’s Ranch” is without a doubt the fastest race of all. It has huge open 
lanes, free shoulders with few nearby obstacles, and few obstacles in the 
road. If you can complete the race in under three minutes 30 seconds you'll 
walk away victorious. If you can do it in under one minute 45 seconds, you 
get the gold! There's one shortcut you must use to get the gold, but it's obvi- 
ous. There's nothing really clever about this race: You just have to punch it! 

Vehicle selection. This one is easy. The White Sports Car is the only car 
you can hope to get gold with. Don't even try it with the Van or any other 
vehicle. They're just too slow. Every lap with the Van—even perfect ones— 
brings you in seconds behind the gold requirements. Don't even think 
about it. 

Remember that the White Sports Car slides around a lot, so you must 
compensate with early steering. It's much better to steer early into a turn, 
because this makes your car slide through the turn as opposed to sliding 
through the shoulder. And you know the White Car always slides no matter 
what, so you might as well make it work for you. 

You may find the overhead view annoying, but don't change it. You can 
only rotate it right or left and that only serves to disorient you. The default 
view ends up the best in the end. Just leave it alone and you should be fine 
after a lap or two. 


* When you take off, you hit a small left turn and then a sharp left turn. 
You probably will have trouble here. Learn the subtle timing to steer 
early, because it counts the most on this turn. If you don't hit it cor- 


rectly, you'll bounce against something, get thrown off course—and it's 
bye-bye Gold Medal! 


е Now you go through a series of S turns. No problem! Eventually you'll 
pass (or run into) a large brown crate. Note where it is so you never hit 
it. You pass another crate. Avoid it. Soon you see a sign on the road 
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indicating a fork. Follow the dirt path through the buildings. This is the 
shortcut. When you come out you'll have to zigzag through two final 
crates, and that ends the lap. 


It's most important to remember where on the track those crates are. 
Remember that the first two are on the outside of the track. After you come 
out of the shortcut, the next crate is on the inside of the track, followed closely 
by another crate on the outside of the track. If you can remember all this and 
can slide with precision, you should have no problem nailing the gold! 


Silver Junction 


Here's a twist. One of the most powerful robots with the potential to top- 
ple huge buildings in a single roll is sent with the task of destroying . . . crates? 
At first this may seem like an easy venture, but it turns out to be one of the 
harder bonus levels to achieve gold on. To achieve gold you must finish the 
level in under one minute, opposed to the normal two minutes to win. What 
makes this level so difficult is the sheer number of crates, combined with their 
small size. And they're spread out all over the level, making it very easy to 
miss one here or there. As you may have learned in the Thunderfist bonus 
area, missing one crate can end up costing you tons of time as you look for it 
all over the place! 

The crates are loosely laid out in a pattern consisting of three columns. 
This pattern is loose, so don't think you can just start up the level and find 
them all lined up in rows. But for the sake of this strategy, it's safe enough to 
consider them lined up loosely in columns. Remember this, because there is a 
very specific pattern to taking out the crates to get the Gold. 


* You start out at the center of the crates. This is the worst possible posi- 
tion for you to begin your destruction in, because you'll end up dou- 
bling back to finish off the other crates. Worse, you could hit them all 
except one or two and then end up spending all day looking for those 


х { 


4% 


Sess : 


WC 


Ер SENS Guns - 


E ена 


WXE 
wx дь А 


QA CN 


last few crates. That's no good! To remedy this, when you begin the 
level, immediately roll down to the lower-left corner of the map. This 
way, combined with the following strategy, you'll be able to hit every 
crate systematically and miss none. 


Remember the aforementioned column formation? If you can't visualize 
the pattern, waste a turn to look at the layout of the crates. Make sure 
you understand and can visualize this because it's essential to complet- 
ing the task quickly. When you're ready to destroy the crates, do it in 
this pattern: 


First, zigzag to destroy the crates in the first and second columns. Start 
at the lower-left corner, destroying the bottommost crates in the first 
and second columns first, and work your way up the columns until you 
reach the top of the level. Along the way you'll find some stray crates 
that don't seem to fit into the columns but are nearby anyway. Destroy 
those as well. Just be sure to save the third column for later. 


When you reach the top of the level, head to the right and start on the 
top crate in the third column. Work your way down until you finish 
them all off. Again, you may find a crate or two that doesn't seem to fit 
into the column, but destroy it anyway. When you reach the bottom 
you'll have hit every crate without missing any, provided you did every- 
thing correctly. 


Remember, move efficiently and make sure you don’t miss a single crate 
on your first runthrough. Visualizing the crates laid out in columns and start- 
ing in the bottom left corner of the level helps nail out the crates systemati- 
cally so you don't miss any. Destroying the first two columns first and then 
hitting the third column last allows you to destroy the crates efficiently. 
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Moraine Chase 


Another Race. Same Strategy? Same Car? It seems there's a general consis- 
tency: All the races can somehow be accomplished with the White Sports 
Car. But what of the other vehicles? What of the Police Car? What of the 
Red Sports Car? Well, the Police Car never really gets to claim a race of its 
own (that's not bad; Backlash is bad on ALL levels!), but this is one race that 
the Red Sports Car owns. It's impossible to achieve gold on the track without 
the unique abilities of the Red Sports Car. 

That's because it can traverse grass without losing speed — essential to 
place well in this race, because the main shortcut goes through grass. Even if 
you used the White Sports Car, for example, and you smoked the Red Sports 
Car on the track, you'd slow to a crawl at the shortcut, and the Red Sports 
Car would just zoom past. 

And don't get any ideas about skipping the shortcut. The shortcut elimi- 
nates approximately three-quarters of the track. Think of it this way: If you 
place a time of, say, 2:14, you'll still get the Silver Medal. This isn't too far 
off from the two minutes 40 seconds you have to complete the race! But to 
get the Gold you must do it in 1:10. The Van will get you 2:14, not using 
the shortcut. The Red Sports Car, using the shortcut, gets you 1:10. There 
really is only one way. 


* You start out on a dirt track. At either shoulder, the track drops off into 
a grassy area. The fact that it's a dirt track should set off a little warn- 
ing in your head: Dirt tracks are slippery. Take care when navigating 
the turns on this track. The best way to avoid sliding on the easy turns 
is to use the analog stick well. Rather than thrusting the stick all the 
way to the left or right, slowly tilt the stick. You'll be surprised how well 
this method works. On the difficult turns, turns that are sharp or have > 
bumps, combine good use of the analog controller with good use of the 6,7 2 
А button. If you release the А button through a difficult turn, you'll lose P = 
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little speed, but greatly reduce the likelihood of sliding out. Remember 
this on these turns as they come up. 


When you begin the race, you'll ease through a small left turn. Make 
good use of the analog stick here. You'll pass three stone girders. As 
soon as you pass the third, steer off of the track toward the right-hand 
side of the screen. You'll see a tan structure that has a ramp going up. 
Drive toward the bottom of the ramp. Don't drive up the ramp; it's a 
red herring, and hides the real shortcut. When vou get to the bottom 
of the ramp, drive over to the other side of the structure. You'll see two 
stone walls that point diagonally up and to the right. Between them lies 
a grassy area. Drive through it. Eventually you're forced to turn right; 
when you do you'll be back on the track. Follow the track to the finish 
line. Do that three more times and that's it! 


Even with this shortcut, it's a tough race. You must make sure you 
don't hit anything along the way or you'll probably miss the gold by a 
second or two. Use the foregoing techniques to avoid getting bounced 
around. Good luck. 


Mica Park 


"Mica Park” is one of the few "shooting gallery"-type bonus stages suited to 
Ballista only. Although “Mica Park” bears a striking resemblance to “Dark 
Heartland" (which we'll cover later), the approach to each is rather different. 
As it turns out, "Mica Park" is a little more lenient and ends up being a little 
easier and a little more fun. In this level you have two minutes to destroy all 
buildings. For the gold you have 50 seconds. 

Unlike "Dark Heartland," *Mica Park" provides a plethora of ammunition 
with which to lay waste the level. This doesn't mean you can go gung-ho on 
the buildings; you still can run out of ammo. And you must not run out of 
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ammo, or it will be impossible for you even to finish. Bear in mind the fol- 
lowing strategies to save your ammo and ensure victory. 

Before you start blasting away, take a look at the vehicle you are stepping 
into — Ballista. Isn't that the vehicle you avoided on all the racing levels? It 
sure is. Funny, wasn't there a reason we avoided it in all the races? Ah-hah! 
That's right, the handling on this machine stinks. When you turn and acceler- 
ate, the vehicle flips up and over, “whip”-like. This not only makes it difficult 
to turn at the exact angle you wish, but it makes it hard to maneuver when 
obstacles surround you. And the machine has a very wide base, making it dif- 
ficult to drive between buildings and so on without scraping the walls. 

Another thing worth mentioning is the view. In "Mica Park" you have that 
distant, three-quarters perspective. This means you can't change the viewing 
angle left or right, and you can zoom in and out only minimally. This is no 
major concern, but one building rests right on your focal point. When you 
find this building, your view may starting wigging out. To remedy this, drive 
away until the view recovers, and then drive back to the building. Just don't 
take too long, because you're on the clock! 

You can destroy the buildings in any order as long as you keep on the 
move and continually destroy them. One important tactic for destroying 
buildings quickly involves your avenues of approach: It's much faster to 
approach a building and shoot its narrow end than its wide end. When you 
approach a building at its wide end you must steer left and right to hit the 
entire building. When you approach its narrow end you can just aim and fire 
a few missiles and it will go down. 

Finally, when vou accelerate from a stop, Ballista pops a wheelie for a 
moment and then takes off. If you fire a missile while Ballista is in the 
wheelie, it will fire the missile into the air at a great trajectory. This isn't likely 
to hit anything and is therefore undesirable. Avoid this by going easy on the 
accelerator and try to approach buildings slowly. Another strategy is to 
approach a building and then fire on it while you back away from it. This 
way you get complete coverage without the annoying wheelie. 
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Gibbon's Gate 


When you enter “Gibbon’s Gate" it's sure to strike something in you. But 
what? What is it that's so . . . intuitive to this level? I shouldn't have to tell 
you why this level looks so familiar, or even how to complete the level! We 
learned to do this 10 years ago —that is, if you were playing games back 
then. Gibbon's Gate is a parody of a classic game that hit the arcades many 
years ago. 

For those too young to understand, ГЇЇ explain the concept. You're 
trapped in a maze and must “eat” the dots—or, in this case, RDUs. The 
faster you eat them, the better the medal you get. If you collect 400 in three 
minutes you pass the level. If you collect 400 in two minutes you get the 
gold. Trapped in the maze with you are four tractors. Their sole purpose is 
to eat you alive, steel and all. There are four colors, and each color has a 
different speed rating. You should avoid the fastest, but don't sweat over 
the slowest. 

Even with its similarity to that classic game, there are some things you 
can count on and some things you can't. First, tunnels are here, and when- 
ever you enter one you reenter the maze through the opposite tunnel. In 
other words, you switch sides. This can be an excellent escape route when 


you're trapped between hungry tractors. 


One thing you can't count on is the Power Pills. In the game this is based 
on, you could eat Power Pills, and for a short period of time your power 
would increase and you could turn and eat the tractors! Unfortunately, these 
items didn't make it into the game, so a large part of your arsenal is missing. 

Your major weapon against the tractors will be the tunnels. You must first 
know where they're located. There's one at each edge of the playfield —one 
at the north end, one at the south end, one at the east end, and one at the 
west end. 
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Another interesting note: Once you enter a hallway, you can't turn 
around! So if you enter a hallway and a tractor enters it, too, the only way to 
escape is to reverse. Catch this early, because Backlash's reverse speed is 
very slow! 

Remember that the Backlash has a very large base and can easily scrape 
the walls. Don't get caught up in avoiding tractors: That's not the only thing 
that saves you! You're up against a time limit, and achieving a good time is 
the only way to get the gold. The tractors are just obstacles, so don't put all 
your effort into avoiding them! 

There's no sure way to achieving a good score here. You just have to find 
the correct path as you go along. As long as you keep moving and don't get 


eaten, you should be fine. 


Dark Heartland 


When you first see "Dark Heartland" it looks like just another shooting level. 
Just as all the racing levels can be classed together, so can the shooting 
levels, right? Not quite. Unfortunately, there's this little extra factor in the 
shooting levels that can force you to totally change your strategy, depending 
on how it's deployed. The factor is called ammunition. And your strategy for 
"Dark Heartland" will definitely differ from that for *Mica Park," because in 
"Dark Heartland" you have none! This is tough, too, because you have only 
two minutes and 30 seconds to destroy all those buildings. If you want the 
gold, you only have one minute and 30 seconds! 

Actually, this is a slight exaggeration, but ammunition is very scarce in 
“Dark Heartland." You can’t just start blazing away. There is, of course, a lit- 
tle trick you can use to save ammo and shave time off of the clock. In *Mica 
Park” we learned that approaching buildings from their narrow ends saved 
time, because you didn't have to steer all over the place to hit the whole 
building. But it did make it harder to hit the building, because you had a 
smaller target. That poses a real problem here, because you don't have 
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ammo to waste! Unfortunately, you're still under time constraints, with a 
need to approach buildings in the same manner. So what can you do? 

Тһе answer is to use the Ramdozer tactic. What is the Ramdozer tactic? 
Basically, it means not firing a missile until you hit the building. Here how it 
works: Approach a building from its narrow end, as before. Then run up and 
ram the building as if vou were using the Ramdozer. If you hit the building, 
stop and fire until it's destroyed. If not, try again. This strategy comes highly 
recommended, because missiles look and sound the same when they explode 
regardless of whether you hit a building or not. If you hit the around it looks 
and sounds like you hit a building. So it's very difficult to tell whether or not 
you're wasting good ammo. Use the Ramdozer tactic to make sure the build- 
ing is in your line of fire before you let that missile go. 

There's also one little trick you can use to get ahead in the level. At the 
level start, there's a dirt ramp to the building immediately in front of your 
vehicle. Drive forward, straight up the ramp, and through the building ahead. 
You should be able to destroy it immediately. If you don't, vou may as well 
start over, because it's much harder to complete the level for a gold without 
using this trick. Not only does it save you a few seconds, it saves you lots of 
ammunition. Make sure you do this every time. 

The other strategies are similar to those you used in Mica Park: Just play 
much more conservatively. The order you take through the buildings doesn't 
matter. Just make each missile count. Pick up every missile pack. Running 
out of ammo spells doom for you, so be on the lookout for these. Use the 
ramp trick and the Ramdozer tactic and you'll do fine. 


Falchion Field 


Next up is “Falchion Field,” where it's you and J-Bomb, versus the gas plants. 


Are you ready? This level tests your J-Bomb skills as never before, because 
you can't stomp! Using J-Bomb without stomping may sound absurd, but it's 
actually doable. The fact of the matter is that although you could stomp, time 
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is so limited (one minute 10 seconds for completion, 30 seconds for gold!) in 
this level you can't stomp if you want the gold. Even if you know where all 
the gas plants are, you still can't stomp, or you'll finish late. 

First, let's address the problem of not stomping. Although it's not well 
known, J-Bomb inflicts damage by just flying into things. It so happens that 
all the gas plants in this level are so weak that J-Bomb flying through them 
once causes enough damage to destroy them completely. But the gas plants 
are very low to the around, so you can't go soaring into the air as you nor- 
mally would with J-Bomb. Instead, use the A button in quick bursts to keep 
you airborne, but low to the ground. Just make sure you're airborne when 
you hit the gas plant, or you'll walk into it, and that won't be enough to 
destroy it. 

* Now that you have the technique, you must learn the locations of the 


six gas plants, essential to completing this level in time. At the level 
start position, go directly up. You'll immediately see one gas plant, so 
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destroy it! 
To the left of the now-destroyed gas plant, you'll see a road leading up. 
Follow that road to the next gas plant. 
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After you destroy that one, you'll see another dirt road that travels to 
the right. Follow it until you hit another road that heads down, and 
continue on that road until you see two more gas plants. 


After destroying those gas plants, immediately go right until you see the 
next gas plant by the railroad tracks. After you destroy that one, follow 
the tracks back down and to the left until you see the last one. Finish it 
off for the gold! 


This description is for informative purposes only. You needn't follow it to 
the letter. For example, to get to the third and fourth gas plants, you don't 
have to take those two roads. It's actually faster to cut across the field. In 
fact, you don't have to follow the specified order. But when you're still learn- 
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ing the game it’s important that everything be as clear as possible. This par- 
ticular path is the most direct route to all the gas plants. With prior knowl- 
edge of their whereabouts, you're better equipped to optimize here and there 
and finish your task even faster. 

You may find timing these hits difficult when you first try it out. Another 
thing you can try is to hover to the gas plant, land in front of it, and hit the 
A button. You'll take off right in front of it and destroy it. This isn't a recom- 
mended, regular tactic, but it's a good thing to keep in mind in case you 
make a mistake and need a very quick fix. 


Cobalt Quarry 


Every day is a good racing day in Blast Corps. One of the cool things about 
the Blast Corps racing levels is that they're always changing. They always 
have new stipulations and twists to keep each race unique and exciting. 
"Cobalt Quarry" is no different. First, they've shifted the view here to keep 
you on your toes. Not only that, but this level contains no shortcuts. This one 
is all about driving skill. 

As usual, you have a time limit —four laps in under one minute and 20 
seconds for completion, 40 seconds for the gold. 

The shifted view makes this race different from most of the others. It's a 


three-quarters overhead view, set far back. You can't change the viewing 


angle left or right with the yellow buttons, but you do have limited control 
over the zoom function, although for this race it's best to stay zoomed out all 
the way. This way you'll be able to see most of the track and anticipate each 
turn early enough to react. Though this view may be tough to get used to at 
first, it's actually much, much better than normal view would be. If you had 
this view in every level, it would be easy to find RDUs, Communication 
Points, and scientists! So appreciate it while you have it. 

Remember that the view doesn't shift when you turn. This can be disori- 
enting, especially when your vehicle is approaching you. To compensate, try 
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keeping your mind set on the reference points of the track as if you were 


playing with a slot-car set, opposed to just driving and reacting to turns as 
they come up. This way you can overcome the strange angles that occur 
every once in awhile. 

Again, there are no shortcuts. After all the racing levels with shortcuts, 


SA 


you're probably accustomed to finding them, but you'll have no such luck 
here. This one is a pure test of driving skill. 
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As in a lot of the races, the only vehicles worth mentioning are the White 
Sports Car and the Van. The Police Car barely misses the gold due to its 
long first lap times (lousy acceleration). If you think you can win this race with 
Ramdozer, Backlash, Skyfall, or Ballista, you're dreaming. They're way too 
slow. The Red Sports Car, while it has the handling, just isn't fast enough. So 
stick with the best vehicles. 

If you use the Van, you should have little trouble throughout the track. If 
you can make it through without any mishaps you should achieve gold. It's 
quite easy to get laps under 10 seconds consistently with the Van. If you use 
the White Sports Car however, it's another story. With the White Sports Car, 
it’s essential you steer early through your turns. 


* You begin the race with a quick left turn that should be no problem. 
Then you'll go up a ramp and hit another left turn. Stay on the inside 
of the track before this turn and steer into the turn early. If you per- 
form this correctly you'll either miss the wall completely or just side- 
swipe it, which should be fine. It's important you take the inside of the 
track, or you'll bounce when you slide into the wall. 


Next, you'll drive down a long road until you reach a sharp left turn. 
This is the tough one. You want to stay to the outside to avoid the 
bounce. Steer early, and if you perform the turn correctly you'll side- 
swipe the wall as you come out of it. If you take the inside lane here 
you'll bounce backward when you hit the wall. This turn is the toughest 
one on the track, so expect to make a few mistakes as you practice. 
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Again, there's no easy way on this track except to pick the Van! It will 
take practice before you can beat the Van's times with the White Sports Car, 
but if you keep the foregoing strategies in mind you should be smokin' 'em in 
no time! 


Geode Square 


“Geode Square" provides another fantastic opportunity to use the J-Bomb, 
one of the best “mech” vehicles in the game! Unlike some of the more use- 
less, clumsy vehicles, J-Bomb is a powerful robot that gives you fantastic 
destructive power without costing speed, precision, or response. In other 
words, this is a fun level! Just be ready, because it's also one of the more 
challenging J-Bomb levels. 

In this level you face a number of floating spheres you must destroy. You 
have one minute and 30 seconds to complete the level, 40 seconds to get 
the gold. 

If you've used J-Bomb before, and I'm sure you have by now, you've 
probably acquired certain habits. It's safe to use some of those strategies on 
this level, but not all. For one thing, you can't bounce along the tops of those 
spheres as you did on the rooftops. This makes it slightly tougher to hit the 
"right" spot, but as long as you use the shadow you should do well. Also, vou 
can't take out more than one ball at a time, as you did with the building sec- 
tions. You must go one by one. And you can't take the “rapid-fire” 
approach — that is, hitting the A button and then immediately hitting the B 
button to quickly take out low buildings. It's too hard to time it with the 
spheres, so here's an alternative: 


* The spheres move in three basic patterns— vertical, horizontal, and cir- 
cular. The spheres that bounce vertically are the easiest. Simply get 
next to the sphere and jet straight up. Position J-Bomb so that its 
shadow covers the sphere, and hit the Stomp button. That's all there is 
to taking out the vertically bouncing spheres. 
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* The peculiar thing about the spheres that hover horizontally is that they 
always hover no higher than one or two sphere distances from the 
ground. This makes it easy to destroy them by simply flying into them, 
without stomping! Just hover in their path; when they come near, fly 
into them. It may take some getting used to, but when you do you can 
destroy them rapidly in succession. 


The rotating spheres take the same strategy as the horizontal spheres, 
but it's a little trickier. Be patient and determine the sphere's flight pat- 
tern before you commit to destroying it. The most important thing is to 
not chase the sphere around! You'll just end up flying out of control, 
not hitting it, and wasting a lot of time. You'll find, however, that a few 
spheres are “immune” to this strategy, for some reason. These you 
must stomp: Pick a spot in the sphere's path and stick to it. Hover 
above the spot until the sphere begins to pass under you, and then 
stomp it. Just remember that it's a waste of time to chase it around. 
Pick a spot and stick to it! 


Lizard Island 


This is the level you receive when you find the hidden Communication Point 


in “Geode Square." It's a unique level, and one of the tougher bonus levels to 
use the J-Bomb in. The object is much the same as the others: Destroy the 
buildings in the four-minute time limit. What makes this level unique is that 
you're not destroying buildings, but rather floating rafts and bouncing 
spheres, all in the air. In general, then, stomping is unwise: If you miss you 
die by falling in to the abyss around the level or you die in the lava of the vol- 
canoes. 

Sound weird? Just wait. The best way to hit the different targets is to float 
down to them and let them hit you. It takes only one collision to destroy 
them, and this way you don't have to worry about missing a stomp and hav- 
ing to start over. 
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Fly to the lower-left edge of the island, where you'll begin the course. 
You should see two rafts sliding back and forth perpendicular to each 
other, followed by a small floating rock with a sphere on it. Start by 
dropping down to raft level and moving into each raft's path, letting 
them hit you to destroy them. Keep an eye on your shadow; it will be a 
good indicator of how close you actually are. 


Now head for the small rock and land on the sphere to destroy it. The 
sphere will be bouncing up and down, but if you come down directly on 
top of it, you should be all right. 


Immediately past the sphere you'll see another raft. As with the others, 
lower your altitude to that of the raft, and then move into its path and 
wait until it hits you to destroy it. 


Turn to the right and head for the mountain range to the east. You 
encounter another bouncing sphere. Destroy it as you did before. 


Next, fly to the right a little, and then turn north and fly out past the 
mountain range. You should see another raft sliding back and forth out 
above the abyss. Move in above it; then lower yourself into its path and 
again take it out by letting it hit you. Remember to watch your shadow 
to judge how close you are to the abyss and the raft. 


Now, turn and fly southeast until you see another floating rock with a 
bouncing sphere on it. Position yourself above it and drop down to take 
it out. 


Next, turn and fly east toward the mountain range again, where you 
find yet another bouncing sphere. Take this one out as before. 


Now fly south and a little east until you see a volcano with a shiny 
sphere in its mouth. This one's a little more risky than the other 
spheres, because here you can't afford to miss. If you do, you may touch 
the volcano, meaning instant death. Be careful, and make sure you're 
positioned solidly over the sphere before you begin lowering down to it. 
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When you do lower, до a little slower than usual, just to be safe. 


* After the volcano, fly east. You should see another raft, followed by 
another volcano. Lower yourself and take out the raft. Next fly up and 
over the mouth of the volcano. 


If you thought the last volcano was tricky, this is worse. Now, instead of 
one sphere, there are four, and they're more deeply set in the volcano's 
mouth. For purposes of control, necessary for this part, switch off the 
360-degree movement (if it's on). Once you're over the volcano, pick a 
sphere and position yourself above it. Lower yourself into the volcano, 
making sure you're not too close to the edges. Once you've destroyed 
one sphere, use the stick to rotate yourself toward the next; then gen- 
tly, very gently, fly over to it and land on it. Do the same for the 
remaining two spheres. Once you've taken out all four, fly straight up 
and out of the volcano. 


Now fly west and a little south toward the bottom edge of the island. 
You should see the final structure— another floating raft. Float down 
and destroy it to complete the level. 


It sounds like a lot, but it's fairly short and really requires only good con- 
trol of the J-Bomb. You have four minutes to complete it in, under two min- 
utes and 30 seconds to get the gold. Once you've finished the level, go back 
in and fly to the northern edge of the island, just past the mountain range, to 
find the Communication Point for the next bonus level. Time to get moving! 


Saline Watch 


This is the level you receive when you find the Communication Point in 

"Lizard Island." It's another level that will test your patience and mastery of 
the J-Bomb. There isn't a lot to the layout of this level and your objective is 
simple: Land atop each of 15 towers in six minutes. Six minutes? That may 
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seem like a lot of time, but wait until you see what the level is like. Again, 


switch the 360-degree movement off in favor of more precise control. You'll 
see why. 


You start out on a small platform floating in the abyss. The first tower 
lies in the direction you're facing, so fly up and out until you see it. 
Watch your shadow and gently maneuver the stick to position the J- 
Bomb over the tower. When your shadow is over the tower light, drop 
down on top of it. You've successfully landed on the tower when you 
destroy the light atop it. Now turn to the right. 


* Fly out toward the right until you see the next tower. As before, using 
your shadow as a guide, position yourself over the tower and drop 
slowly on top of it, making sure the light's destroyed before you leave. 


* There are three more towers at the same altitude in this row. Continue 
to the right and destroy the remaining three the way you took out the 
first two. Once you reach the fifth tower, turn 90 degrees left. 


* Fly forward until you see the next tower. As before, position yourself 
above, drop down, and take it out. Turn 90 degrees left and continue 
down the row of towers, destroying each in turn. 


* When you reach the 10th tower, turn 90 degrees right and fly forward 
until you see the next tower. Again, carefully position yourself over the 
tower and drop down to destroy it. Turn 90 degrees right and follow 
along the row, taking out each tower you come to. 


* You'll notice the 14th tower is considerably shorter than the others. 
Don't let this scare you. Use your shadow as a guide, and gently lower 
to the light on the tower. The only difference here is that if you miss 
the tower, you're more likely to fall into the abyss, so make sure you 
float down slowly, just in case. 


Finish off the 15th tower in the same manner, and you're done! 
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The hard part about this level is maintaining patient control over the 


J-Bomb as you glide down to the tower tops. One wrong move and you 
could fall and have to start over. To get the gold, you must complete the level 
in under a minute and 40 seconds. Once you have the Gold Medal, go back 
into the level, fly to the platform northeast of the 15th tower, and find a 
Communication Point for the next level. Have fun! 


Dagger Pass 


You receive this level when you find the Communication Point in "Saline 
Watch." It's yet another level that tests you in the art of using the J-Bomb. 
The objective here is to destroy eight rafts in four minutes. If you've finally 
gotten used to the controls on J-Bomb, four minutes is plenty; if not, then 
you may need to run the course a few times before you can finish with a 
gold. As with earlier levels, the 360-degree control may hurt more than help, 
so turn it off. 


e When the level begins, you face northwest. Fly north a little and you 
should see the first raft. This is the easiest raft to get, because it stops 
for a second when it reaches the end of its path before it turns and 
heads the other way. The best way to get this raft is to land and walk to 
the edge where the raft stops. Wait for the raft. When it comes 
onscreen, walk toward the edge. Walk onto the raft when it stops. 
When you hit the raft, it bounces you into the air so you can fly to the 
next raft. 


Turn and fly southeast until you see the next raft. This time you won't 
be able to wait for the raft to stop because both ends of its path are 
covered. From here on, you must hit these rafts as you did in "Lizard 
Island." Position yourself over the raft, using your shadow as a guide. 
Gently lower your altitude until you re at raft level. Wait until the raft 
hits you; you'll bounce up, ready to fly to the next raft. 
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From the second raft, continue flying southeast and you should see the 
third raft moving perpendicular to raft two's path. As you did for raft 
two, position yourself over the raft, glide down, and wait for it to hit 
you. After you bounce up, turn northeast. 


You won't have to fly far northeast to see the fourth raft. In fact, you 
can see it from the third raft. It's traveling in the same direction. 
Destroy it as you did the previous raft. 


From raft four, fly directly east until you see raft five. It, too, is moving 
in the same direction as the previous raft, and you can take it out in the 
same manner. 


At the south end of raft five's path, you find the sixth raft, traveling 
perpendicular to the fifth. Position yourself over the opening and drop 
down to take it out. Don't think that, because the opening is at the end 
of the raft's path, it will be easy to destroy. Watch the raft as it moves: 
It pauses, not when it gets to that end, but at the covered end. You'll 
still have to float down to it from above as you did for the rest. 


Immediately southeast of raft six, the seventh raft travels perpendicular 
to its path. This raft pauses like the first raft at its opening, but there 
isn't much room to stand and wait for the raft to come. There's a small 
sidewalk you can stand on, but the opening is small, so be careful. 


After you destroy the seventh raft, turn and fly up high and northwest. 
You'll find a plateau just past the end of raft six's path. Here you find 
the eighth and final raft. As you did for the others, position yourself 
over the opening and lower to hit the raft and complete the level. 


The trick is to not misjudge your altitude while you hover in the openings 
for the rafts to come. If you fall, you must start over at the first raft. To get 
a gold in this course, you must complete it in under two minutes. Once 
you've done this, go back into the level and find the castle next to the fifth 
and fourth rafts. Inside, find the Communication Point for the next level. 


Happy flying! 
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Magma Peak 


You receive this level when you find the Communication Point in "Dagger 


Pass," and it's the ultimate test of your J-Bomb abilities. You'll need every- 
thing you've learned up to this point to pass this level with any success. 
Notice as the level starts that the whole thing takes place inside a volcano. 
Remember “Lizard Island"? Well, the rules for those volcanoes apply here, 
too. Touching any part of the inside of the volcano results in instant death. 
Again, switch off the 360-degree control. This level requires the utmost 
precision. If you don't turn it off, you'd better be an expert in tight nooks 
and crannies. 


* From the starting rock, fly forward to the northwest. You'll immediately 
see the first target—a raft floating in the lava. By now, rafts should be 
very familiar. Position yourself over the raft using your shadow as a 
guide, and lower until you're at the level of the raft. Now hover and 
wait for the raft to hit you, bouncing you up a little, out of danger. 


* Now fly northeast until you see the second raft. As with the first, get 
into position overhead and lower to take it out. 


* Next, fly up a little to the southeastern until you see two spheres sitting 
between a wall and a rectangular outcropping. You must be precise 
when dropping on them. A hit from either wall or outcropping will kill 
you, so take care. Once you're overhead, use your shadow as a guide 
to position yourself; then, as with the rafts, lower yourself until you hit 
a sphere and it explodes. Now, carefully rotate the J-Bomb so you can 
float over to the next sphere and drop on top of it. After taking out 
both spheres, turn so you face away from the wall, and then fly up and 
out to avoid hitting anything. 


e You'll find the third raft directly below and a little southwest of the two 
spheres. Drop and take it out as you did the previous ones. 


* In the middle of all of these rafts, to the right of the starting rock, is а 
bouncing sphere. Fly up a little and position yourself over the sphere. 
Now simply float down until you hit it. Watch your altitude, in case you 
miss. 


Southwest of the starting rock is the fourth raft. Drop and take it out, 
and then turn northwest and fly straight up a short way. 


Fly a little northwest to see two towers—one short, one tall—on a 
ledge. Position yourself over the shorter one and use your shadow to 
guide you over the top of it. Now descend slowly until you've destroyed 
the light atop it. When you do, you'll bounce up a little into the air. 
Using this little boost, turn toward the second tower and fly up and 
over it; then drop on top of it as you did for the previous tower, making 
sure to take out the light. 


Continue flying northeast and up a bit until you see another set of tow- 
ers on a ledge. Position yourself and dispose of them as you did the 
previous ones, making sure you destroy the lights. 


Next, fly up and east until you see a single sphere in an outcropping. 
As you did for the two spheres at the previous outcropping, gently fly 
into position over the sphere, and then float down to destroy it. 


Finally, fly up and southeast a little to see the final target—another pair 
of towers on a ledge. Demolish these as you did the others to complete 
the level. 


Obviously, the main thing to remember is don't touch the hot stuff, 
whether rock or lava. You have five minutes to destroy everything, but you 
must succeed in two if you want the gold, and you know you do. Afterward, 
go back into the level. From the starting rock, fly straight up and east and out 
of the mouth of the volcano. As you do, you'll notice a small ledge at the 
base of the volcano that holds the Communication Point for the next level. 
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Baboon Catacombs 


You receive this level when you find the Communication Point in “Magma 
Peak." Ready for some classic video gameplay? I hope so. Remember that lit- 
tle yellow guy who ran around eating dots while the bad guys chased him? 
Now you get to be that little yellow guy, only now you must collect all the 
RDUs instead of dots. Your goal here is to get all the RDUs within the two- 
minute time limit. 

There isn't a whole lot to say about this level. There are no special tricks, 
but there are a few things to remember as you run around. 


* First, unlike the little yellow guy, if you turn down a path, you're pretty 
much committed to following that path until it ends. You can't just go 
the opposite way if you see someone coming. You don't have room to 
turn around, and because you're using Backlash, your reverse speed 
gets you nowhere. Be careful! 


Just because this level is different, that doesn't mean your vehicle con- 
trols differently. You still bounce off the walls you hit, and slow down if 
you scrape the wall. (Note: As you drive through the maze, be sure to 
keep clear of the boundaries. They only get in your way.) 


There are four *Ghosts" in the level, simply tractors with a hunger for 


Backlash. You'll recognize their familiar colors. Pay attention to their 
different speeds: Green is fastest, followed by blue, red, and finally yel- 
low. Keep these speeds in mind when trying to outrun them. 


You don't have an overhead view here, as you might like. Instead, you 
have a typical level's viewing angle, making it very hard sometimes to 
see where your enemies are. Use your different viewing angles to keep 
as many enemies in sight as possible, and so you have a better chance 
of avoiding them. 
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e Finally, there are по “power RDUs" that allow you to kill the enemies, 
so don't bother looking for them. This is simply cat and mouse—or, in 
this case, four cats and a mouse. 


You have two minutes to collect 224 RDUs, but you must collect them all 
in a minute and. 10 seconds to get the Gold Medal. 


That's right —the moon. You reach this level only after you rescue all six sci- 
entists, complete all levels, and save the shuttle. When you save the shuttle, 
the Blasts Corps feels it finally can rest, but it's mistaken. Someone must go 
up to the moon and clean up all the debris humans have left there over their 
years of lunar landings. The Blast Corps takes on this unusual mission. 

The objective is not unlike any other: Destroy the buildings and structures 
within the six-minute time limit. Sounds easy. However, you're not on Earth 


anymore, and gravity acts differently on the moon. Even though you're using 
Backlash, your speed and the height you attain when you jump will differ, 
and that difference influences your success on this level. 


* When you begin, you see in the distance a lot of structures, a large hill, 
and, closer, a ditch. As the level begins, head toward the large hill. 
When you come to the ditch, go into it, turn right, and drive up the hill. 
As you come up to the top of the hill, slow down a little and jump off 
the hill into the building on the other side. Note how you can use the 
lessened gravity to your advantage: As you crash into the top of the 
building, move Backlash toward the other parts of the building to take 
them out as you float. You must then circle around and take another 
leap to finish the building off. 


Next, continue toward the large hill. As you get closer, you'll see build- 
ings behind it. Drive up the base of the hill just far enough to get into 
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the air, and crash down on the second building (not the first) behind the 
large hill. When you jump, you'll be too high to land on the first build- 
ing, but you should be able to destroy the second completely. Now cir- 
cle around, up the hill and back down toward the first building, taking 


as much of it down as possible. If you need to, make another loop up 
the side of the mountain and finish off the rest of the building. 


4 
3 


* Now turn and head for the housing structures and buildings southeast 
of the large hill. Use your sliding attack to take out as many things as 
possible as you drive through the little town. As you reach the other 
side, you'll come across a small, narrow mogul. Slow down a bit and 
use the mogul as a jump to take out the building behind it. 


Circle back around and use the mogul to leap into and destroy as many 
structures as you can. Keep circling back and forth, using your slide 
attack and the moguls to clear this section out completely. It will take 
several passes. 


Finally, turn and head for the housing section southwest of the large 
hill. There are no moguls here, so you must depend on your sliding 
attack to clear this area out. It takes a number of passes and carefully 
planned slide attacks; however, with a little practice, vou should have 
no problem clearing everything cleared out. 


When you've got the pattern down, go in and give it a try. To get the 
Gold Medal, you must complete it in under four minutes. However, if you've 
gotten all the Gold Medals so far, you get four more bonus levels for getting 
all the Gold Medals in the game. If you haven't gotten all golds so far, head 
back to those missing levels and keep trying! 


M 


Walkthrough 


Mercury 


As if the moon weren't bad enough, now you're on Mercury. If you managed 
to get Gold Medals throughout the game, then, once you get the Gold Medal 
on the moon, you're treated to these four levels, starting with Mercury. You 
have a choice of three vehicles for this one, but the best is the Ramdozer 
(speed and traction). This is a timed race across the planet surface, and 
because of the low gravity and increased speed, you need a well-rounded 
vehicle for the job. 

The objective is simply to finish four laps in two minutes and 40 seconds. 
Sounds easy, but you must pay attention to the terrain. 


* First of all, the race takes a counterclockwise path on a donut course. 
As you race, make sure you don't bump into the center plateau barrier. 
It will slow you drastically. 


е The race course is littered with potholes and hills. Neither are great for 
your race strategies. Using the hills as jumps over those annoying pot- 
holes saves you the time it takes to climb out if you land in one. 


* There's a large hill before the finish line. Try to take the hill as close to 
the inside barrier as possible. That way you catch the hill lower to the 
ground and won't get too much air off the jump. (Jumping isn’t quite as 
fast as driving.) 


That really is about it for this level. Again, you have two minutes and 40 
seconds to complete it, but to get the gold, you must finish in under a minute 
and 20 seconds. If you want more of a challenge, you can attempt the race 
with Backlash or Skyfall. Backlash is a little faster than Ramdozer, but the 
control is way too loose for those tight turns; Skyfall is just plain slow, but, if 
you want a challenge, go for it! 
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Yet another planet in the solar system needs the help of the Blast Corps. 
Apparently, debris has found its way to Venus, as well, and you must go and 
clean it up. The objective in this level is about the same as that for the moon, 
but the layout is much more uniform and a little easier to manage. 

You're again stuck with Backlash. Any other vehicle and the level would 
be over in seconds. To keep things interesting, you're stuck with the dump 
truck. You have four minutes and 40 seconds to obliterate everything. Plenty 
of time— once you're accustomed to the floaty controls. It also helps to have 
some sort of plan. 


* The level is laid out in a square, with four sections of debris, one in each 
corner. When you start, head for the nearest pile of debris and concen- 
trate on it before moving to the next. Take each section one at a time. 


* You can use the ditches around each section to get a little air when you 
try and crash into the debris. Slow down before hitting the ditch, or 
you'll launch high into the air and over your targets. Slow down just 
enough so you can make a clean, solid attack through the whole section. 


As the on the moon, you can use your sliding attack to take out lone 
pieces of debris and other piles you may have missed when you jumped. The 
speed increase away from Earth makes your sliding attack even more power- 
ful here. Don't be afraid to use it. 

The trick is to make every run on the debris count, taking as many things 
out as you can at every try. You have four minutes and 40 seconds, but it will 
take a time under three minutes and 20 seconds to get the Gold Medal. 


Your next stop is the third planet from the sun, Mars. Again, you must 
destroy all the structures in this level, and again, you're stuck with the Back- 
lash. But this time a better ground vehicle wouldn't have helped, because you 
must destroy floating spheres. Here, the lowered gravity plays a major roll in 
the destruction of the spheres. Some are higher than you'd normally be able 
to reach. 

You have eight minutes to take out nine spheres. Eight minutes? Why so 
much time? Well, not all the spheres are easy to hit, and if that weren't bad 
enough, your favorite “Ghost” enemies are here to catch you if you fall into 
their path. 


* There are three sphere heights in this level —low, middle, and high. 
Believe it or not, the high ones are the easiest to get. The level layout 
includes a long, hotdog-shaped section in the middle, surrounded by 
ditches. The high spheres are above a ditch on either side of the middle 
section. To hit them, line yourself up perpendicular to the ditch the 
sphere is not over. Fly full-speed into the ditch and launch into the air 
high above the middle section, heading toward the sphere. As you 
approach it, use the reverse button to slow yourself if necessary; other- 
wise you may fly right over it. There are three of these high spheres, 
one at each end of the middle section and one in the middle. 


The next easiest sphere to grab is the middle-height sphere. Get these 
the same way you got the high spheres; it doesn't matter what side you 
approach from. Line up perpendicular to the ditch again, but this time 


come in at about half speed. Even at that you may need to slow down 


a little in the air to grab the sphere. There are three of these, as well, 
lined up along the middle section and separated by low spheres. 


е The low spheres normally would be the easiest to get, except that when 
you grab them you often land right in the path of the enemy tractors. 
Use the same method for getting them, but at even slower speeds. Now 
you must time your jump so you don't land on the enemy tractors. 
What works best, if you can do it, is to get enough speed to catch the 
sphere and land just beyond the tractor's path on the other side. This 
takes practice, but you'll get it. 


You have eight minutes to do this; five minutes to get the gold. It will be 


frustrating, but keep trying. Good luck! 


Neptune 


The game's final bonus level is Neptune, another race. Of course, you must 
do it with Backlash, but because you spend nearly half the course in the air, it 
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isn't too bad. The race is set up like а donut, as usual, but the donut is on a 
hill, so for half the race you go uphill, and the other half vou zoom down. 

The objective is the usual — complete four laps within the given time limit 
(in this case, two minutes). You begin the race at the top of the hill and con- 
tinue clockwise. 


* As you round the first turn, you come to a ditch. Hit it as fast as you 
can to get the most air. In this race flying saves you the time you'd lose 
on the bumpy slope. In fact, if you catch enough air, you can fly all the 
way down the slope and around the second corner. 


This course is covered with moguls that slow you. Flying in the air only 
helps during the first half of the track. The rest depends on your driving 
skills. When vou land from the long jump, take care to avoid the pillars 
at the base of the hill. Dodge those and stay tight to the inside barrier, 
avoiding the moguls you can. 
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Walkthrough 


* On the uphill slope, you must dodge hills to maintain your speed. Stay 
tight to the inside barrier and move only if you must to dodge hills and 


moguls. 


* When you reach the top, it's important to dodge all the hills so vou can 
be at top speed when you reach the ditch at the end of the first turn. If 
you lose any speed before you get to it, vou won't fly nearly as far, and 
will have to dodge moguls on the down slope, as well. 


You have two minutes, but this race can be finished in under a minute 40, 
which is what you need to get the gold. Start your engines, and get ready to 
race! 


c. what happens when you complete all the 
main levels? If you failed to rescue the six scientists, 


not much. You may have cleared the path for the 
Carrier, but no one around knows what to do with 
the missile. You must locate the six lost scientists 
scattered throughout the world. When you do, you're 
treated to the game ending: The scientists rush to 
beat the missile and save the earth. In the end video, 
the missile heads through a small town as the game 
credits roll. When the credits end, the missile heads 
into a canyon and explodes. A short onscreen para- 
graph explains what's happened: The scientists man- 
aged to direct the missile to a remote canyon and 
detonate it in a controlled fashion. You've prevented 
a major catastrophe. The world is safe. Finally the 
Blast Corps can rest—or can they? 
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Soon after the missile crisis, the Blast Corps is called to action to avert 
another potential catastrophe. A shuttle returning to Earth from the moon 
must make an emergency crash landing. You must clear the path for the 
shuttle to land. The Shuttle Clear level begins. When you complete the level, 
you receive congratulations and the Blast Corps returns home to rest. 

Their rest is short-lived, however. The moon has become cluttered with 
debris from human activity. You must head up there and clean it. The Blast 
Corps boards the shuttle and heads to the moon. This is where the Moon 
bonus level begins. When you complete that level, two things can happen: If 
you completed all levels, but didn't go back and get all Gold Medals, you're 
congratulated for your good work, and the Blasts Corps can rest, but it's 
pointed out that perhaps you'd have more work if gold were more important 
to you. That's your cue to go and get the Gold Medals you missed. When 
you have all the Gold Medals, you re again congratulated, and receive four 
more bonus levels. This admits the Blasts Corps to the rest of the solar sys- 
tem, where they find things to do on other planets. 


Now Mercury, Venus, Mars, and Neptune bonus levels confront you. 


Once you complete these, you've truly and finally finished all game levels— 
but you aren't done yet! 

Getting all the Gold Medals on the four planetary bonus levels resets all 
the main Earth levels, and you lose your medals from them. The game 
presents you with new, more challenging time limits in which to complete 
each main level before the Carrier explodes. Not only must you worry about 
the Carrier hitting something, but you're racing the clock— and these limits 
are nothing to scoff at. You'll have to practice each level many times before 
you'll get the Gold Medal again. 

If that weren't enough, when you finally re-earn all the Gold Medals, the 
game strips them from you once more, and asks you to get Platinum Medals 
from all the main levels. You lose your Gold Medals and receive new, still 
faster time limits. To this day, no one has been able to get all the Platinum 
Medals on the main levels. 

Will you be the first? 
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Those aren't Tonka? Trucks, and this ain't no sandbox. When nuclear 
olocaust is at stake, you'll do what it takes to clear the quickest path 
Destruction & Demolition... No problem. Tips & Strategies... We've got 'em! 
Inside you'll find: 


- Operating tips for every piece of equipment at your disposal 
р Exclusive maps for the main levels 

P Gold-medal strategies for every main and bonus level 

P All buildings, satellite dishes, vehicles, and scientists revealed 


P And much more! | 
This game is one delicious, vicious circle—no sooner do you save the Earth ; 
than you have to blast off for the Moon and other planets. Avoid the Big 

Bang with Blast Corps Unauthorized Game Secrets! 
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